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InsiDE fHE 
inDvsfRy 

10 Insider Trading 

by Mark Rosewater 

Our player-turned"informant leaks the 
latest Magic ™ news to the public. 

Backgrounds by Amy Weber 

15 WotC News 

by Jenny Scott 

The Duelist updates you on the recent 
reorganization at WotC and its effect 
on the different product lines. 

Backgrounds by Amy Weber; spot illustrations 
by Julie Baroh and Ron Spencer 

19 Reports on Trading 
Card Games 

compiled by Allen Varney 
The good, the bad, and the 
licensed: here’s what’s coming in ’96. 

Backgrounds and spot illustrations by Scott Kirschner 

22 Master of Mayhem 

by Jeff J. Lin 

Meet Robin D. Laws, Hong Kong 
action-flick fan and co-designer of 
Shadowfist™. 

Background by Scott Kirschner; photo by Jim Rankin 


riEtRynnEic 

24 Netrunner from the Outside In 

by Rob Heinsoo 

This Shadowfist developer shares 
his first impressions of the latest 
Deckmaster game. 

Backgrounds and spot illustrations by Anson Maddocks 

28 The Art of Netrunner: 
Pushing the Boundaries 

by Jennifer Clarke Wilkes 
Take a behind-the-scenes look 
at the process and people 
involved in illustrating the 
newest Deckmaster game. 
Backgrounds by Mark Tedin; 
spot illustrations by Anson Maddocks 



ExperI ADvicE 

33 Chronicles FAQ 

compiled by Marc Schmalz 
Learn why Chronicles was printed 
and how to get the Rabid Wombat 
soundbite. 

Backgrounds by Amy Weber; 
spot illustrations by Doug Keith 

36 Homelands FAQ 

compiled by Charlie Catino, Christopher 
Ferris , and Marc Schmalz 
Here’s everything you wanted to 
know about Homelands™ (and weren’t 
afraid to ask). 

Backgrounds by Amy Weber; 
spot illustrations by Scott Kirschner 

38 Card Spotlight 

by Chris Page 

Get the most out of your Magic army 
with Dwarven Warriors. 

Backgrounds by Amy Weber 


58 House Rules 

from our readers 

Here are five new variants for Magic: 
The Gathering, including one by 
the former Magic World Champion. 

Backgrounds by David Kimmel 

60 Magic Rulings & Errata 

compiled by Tom Wylie 

Stop wondering; get the latest Magic 

rulings while they’re hot. 

Backgrounds by Sandra Everingham 

64 Murk Dwellers 

by Tom Wylie 

This issue: a special pull-out poster 
on timing. 

Backgrounds by Drew Tucker; 
spot illustration by Scott Kirschner 

Lhe World of 
D orainiA 


42 Excuse Me, Mr. Suitcase? 

by Paul Peterson 

Get your new Magic expansion cards 
out of the suitcase and into play. 
Backgrounds by Julie Baroh and Amy Weber; 
spot illustration by Julie Baroh 

44 Strength in Numbers 

by Mark Rosewater 
Stop random deck-building; put the 
right number of a card in your deck. 
Backgrounds by David Kimmel 

49 Read ’Em Like a Book 

by Zak Dolan 

Magic expert Zak Dolan shows how 
you can read your opponent’s deck to 
get the most out of your strategy. 
Backgrounds and spot illustration by Drew Tucker 

52 The Alice Effect 

by Beth Moursund 

Want to expand your Magic game? 

Try thinking about your cards as cards. 
Backgrounds by David Kimmel 

56 WotC Picks 

compiled by Melody Alder 
Get new card combos, as well as some 
classic ones, from the experts at 
Wizards of the Coast. 

Backgrounds by David Kimmel 


Want to find out how you can win a 
trip to the next Pro Tournament? 
See our contest on page 12! 


68 From the Library of Leng: 
Autumn Willow 

by Scott Hungerford, Margaret Organ - 
Kean, William Jockusch, and 
Melody Alder 

In this new feature for The Duelist 
we’ve highlighted Autumn Willow, 
a major character in the struggle for 
the Homelands. 

Backgrounds by Daniel Gelon 


LovRjmmEnT IIews 

70 Wizards of the Coast 
Introduces Professional 
Tournament Circuit 

by Jeff J. Lin 

Read all about the Magic Pro Tour 
and get profiles on some of the top 
contenders. 

Backgrounds by Drew Tucker and Amy Weber; 
spot illustration by Kaja Foglio 

72 Wizards of the Coast’s 
Experimental Tournament System 

created by the Magic R&D team; 
compiled by Rich McGatha and 
Mark Rosewater 

Help WotC R&D test out these 
rules for a new, point-based deck- 
construction system. 

Background by Drew Tucker and Amy Weber; 
spot illustration by Kaja Foglio 
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92 Kindred Intelligence: Killer 
Combos for V:TES 

by Andrew Finch and Tom Wylie 
Finally—favorite card combinations 
from V:TES and Dark Sovereigns . 

Background by Ron Spencer 


93 Middle-earth: The Wizards 

reviewed by Rick Swan 
Tolkien is not rolling over in his grave 
with Middle-earth: The Wizards; 
plus, a note from John W. Curtis III 
of the METW design team about 
card rarities. 

Backgrounds by Amy Weber 

96 A Forced Effort: Star Wars 
Customizable Card Game 

a review by Allen Varney 
What can we say? “Stay on target.” 
Plus, designer’s notes from Tom 
Braunlich, co-designer of the 
Star Wars CCG. 

Backgrounds by Amy Weber 

100 Capsule Reviews 
by Allen Varney and Wolfgang Baur 
Get reviews from the experts on two 
new TCGs— Legend of the Five 
Rings and The Crow. 

Background by Amy Weber; 
spot illustration by Quinton Hoover 

102 The Diviner 

by J. M. White 

The TCG market for 1996: the best 
of times or the worst? ^ 

Backgrounds by Amy Weber; 
spot illustration by Dan Frazier 

104 Lost in the Shuffle 

by Richard Garfield 
Game designer Richard Garfield 
muses on the role of ritual in gaming. 
Backgrounds by Doug Keith 


Legal Schmeegal: The Duelist is published bi-monthly by Wizards of the Coast, Inc., 1801 Lind Ave. S, Renton, WA 98055, United States of America. Application to mail at second-class postage rates is pending at Renton, WA. Postmaster: 
Send address changes to The Duelist, P.O. Box 707, Renton, WA 98057. ©1996 Wizards of the Coast, Inc. All rights reserved. No part of this magazine may be reproduced (except for review purposes) without prior written permission of the 
publisher. Material published in The Duelist does not necessarily reflect the opinions of Wizards of the Coast, Inc., its employees, or its editorial staff, which is not liable for opinions expressed herein. ® denotes a registered trademark and ™ 
denotes a trademark. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
Wizards of the Coast, Magic: The Gathering, Deckmaster, Arabian Nights, and Antiquities are registered trademarks. Legends, The Dark, Fallen Empires, Ice Age, Chronicles, Homelands, Dark Sovereigns, Ancient Hearts, The Great 
Dalmuti, RoboRally, RoboRally—Amec! and Dangerous, Ars Magica, SLA Industries, Karma, The Duelist, The Duelist Companion, Duelists’ Convocation, and Garfield Games are trademarks of Wizards of the Coast, Inc. Jyhad and 
Vampire: The Eternal Struggle are trademarks of Wizards of the Coast, Inc., and White Wolf Game Studio. Netrunner is a trademark of Wizards of the Coast, Inc., and R. Talsorian Games. 


Advertising: Contact The Duelist' s advertising sales manager, Bob Henning, at (206) 226-6500. All advertising submissions are subject to approval by Wizards of the Coast, which reserves the right to refuse any fr 
advertising for any reason. Advertisers and their agencies agree not to hold Wizards of the Coast, Inc., liable for any loss or expense from alleged wrongdoing 
that may arise out of the publication of such advertisements. Subscriptions: Subscriptions are available within the US at $17.95 for six issues. 

(For Canadian orders, send US $22.95; other foreign orders, send US $37.95.) An $18 annual membership in the Duelists’ Convocation 
includes a free six-issue subscription. To inquire about a subscription, write to The Duelist, or contact our fulfillment agency, Publisher’s 
Creative Systems, at (800) 395-7760. The Duelist is available for $4-95 an issue at game and hobby stores, comic book stores, and other 
retail outlets nationwide. Submissions: The Duelist welcomes submissions from our readers. To obtain our submission guidelines, write to 
us at The Duelist, Attn: Submissions, or email us at duelist@wizards.com. 


For general information about Magic: The Gathering and other Wizards of the Coast products call Customer Service at (206) 624-0933, 
M-F, 9 A.M.-6 P.M. Pacific Time, or email custserv@wizards.com. For information about Magic products in the United Kingdom, call 0345 
125-559 (in the UK) or 44-141-226-5205 (outside the UK) M-F, 9:30 A.M.-6:30 P.M. Glasgow time. 




Background by Amy Weber 




106 What’s New? With 
Phil and Dixie 

Get to the roots of cyberspace 

Everything by Phil Foglio 


Last Words 

124 Your Turn 

from our readers 
Hear readers’ responses to 
Chronicles, and give your opin 
ion on the DC’s Banned and 
Restricted Lists. 

Backgrounds by Aarvy Weber; 

spot illustrations by Margaret Organ-Kean 


128 On the Trail of the 
Throat Wolf 

by Mike Selinker 
Check out the diary of a mad 
reporter as he seeks the ever-elusive 
Throat Wolf. 

Background by Amy Weber; 
spot illustration by Ron Spencer 


108 Magic: The Puzzling 

by Mark Rosewater 
The puzzle guy presents three new 
puzzles, including a new “unscram 
bling” of Magic cards. 

Backgrounds by Anthony Petrarca 


116 Magic Tricks 

by Mark Rosewater 
You can stop racking your brain 
now; here are solutions to last 
issue’s puzzles. 

Backgrounds by Drew Tucker 


73 Duelists’ Convocation News 

Get the official DC rules for Magic 
Sealed-Deck and Vampire: The 
Eternal Struggle tournaments. 

Backgrounds by Amy Weber; 

spot illustrations by William O'Connor 

Profiles 

79 The Duelist Interviews 
Randy Gallegos 

by Jenny Scott and Amy Weber 
Artist Randy Gallegos shares his 
inspirations for his work and reflects 
on what it means to be a Christian 
in the world of fantasy art. 

Backgrounds by Amy Weber; photos by John Lee 

84 Divided We Stand: Magic 
in Dallas 

by Jeff J. Lin 

Magic players in the Dallas area show 
their devotion to the game. Plus, 

Chip Hogan tells what it’s like to be a 
professional Magic player. 

Backgrounds by Amy Weber; photos by J.D. Talasek 

VAIIIPiRJE: Lhe 
ETerjial STrvggle 

88 Whispers from the Elysium 

by Shawn F. Carnes 
Listen in as one of the designers of 
Dark Sovereigns unmasks the latest 
in the world of V:TES. 

Background and fulLpage illustration by 
Randy Gallegos 

91 V:TES Rulings & Errata 

compiled by Tom Wylie 
Find out about non-Camarilla vampires 
and Brujah Frenzy in this installment of 
V:TES rulings. 

Background by Randy Gallegos 
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i he war between Werewolf and Wyrm has spilled over into the Amazon, 
the last pure place, the last hope of Gaia. 

It is here that the Garou will make their stand. 

It is here that the Wyrm plans to rend the heart of Mother Earth. 

And it is here that something angry waits, hidden in the shadows... 

The War of the Amazon introduces new fetishes, victory conditions, 
and shapeshifting races into the Collectable Card Game of Savage Fury. 
Completely compatible with Rage and The Wyrm decks. 
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'“ Ur t #9 is dedicated to all of 
our friends and former 
who have 
on to other jobs 
new dreams, and 
continue to be an 
to us all. 


by Kathryn Haines 

Lo, These Many 

I started working at Wizards of the Coast 
in “the basement days”—back in 
October 1993, when the company had 
about ten employees and we still accepted 
direct-mail orders for Magic 1 M . At that 
time, The Duelist was going to be the quar¬ 
terly, full-color newsletter for the Duelists’ 
Convocation—a project I was supposed to 
finish up in about a month so I could get 
on to my real tasks: putting out “The 
Apothecary” ( Cryptych readers, remember 
that?) and editing the next supplement for 
Talislanta™. After all, back then Wizards 
of the Coast was a small roleplaying game 
company with a name taken straight from a 
roleplaying campaign. 

Well, I never edited anything for 
Talislanta, and it took a little more than a 
month for Jesper Myrfors and me to put 
out the first issue of The Duelist. But it 
wasn’t until mid-December—when Wizards 
of the Coast decided to cut several product 
lines and let go over thirty employees in an 
effort to concentrate on Deckmaster 1M 
games and reduce overhead—that I could¬ 
n’t help but admit that I didn’t work for 
that same small roleplaying company any¬ 
more. Let’s face it: for the most part, RPGs 
are best developed by small companies who 
can focus exclusively on that type of prod¬ 
uct, companies that are willing to accept 
small staffs, slower growth, and smaller 
profit margins in order for the product to 
develop. And let’s face it: WotC RPGs, like 
RPGs in general, have struggled to earn the 
attention needed to make their products 
successful in a market gripped by a game 
phenomenon that even D&D’s initial 
boom couldn’t have rivaled. I’ve heard it 
said, many times, that WotC’s decision to 
refocus on its “core competencies” was a 
good one—that may be largely true. But I’d 
rather not try to reconcile the vision which 
this decision reflects with the more altruis¬ 
tic, if smaller, outlook on the industry 
which I absorbed from my first days at 
WotC. Wizards is a different company now; 
not all bets are off, but a lot have been set¬ 
tled—and the stakes are a lot higher now. 

Certainly ViTES™, Netrunner™, and 
the Deckmaster brand as a whole will ben¬ 
efit from the serious treatment they’re now 
receiving, which is all to the good. So will 
The Duelist. And, like the rest of the teams 
at Wizards of the Coast, all of which were 
affected by the layoffs in some way, 



Moons... 


The Duelist is tightening its belt. With this 
issue, we’ve switched to a more efficient 
page size and adjusted our cover price to 
compensate for ever-increasing paper prices. 
We hope these changes will ensure that we ll 
keep delivering a high-quality magazine, a 
magazine we hope to be producing monthly 
in the second half of this year. 

B ut I’m not quite sure how we’re 

going to do it without Amy. Earlier 
in December Amy Weber decided to 
leave Wizards of the Coast and pursue her 
freelance art career. The Duelist's art director 
since the summer of 1994, Amy has been 
the pillar upon which the look and the per¬ 
sonality of the magazine has rested for 
more than a year and a half. 

I’ve become very familiar with what 
she calls her “art director’s smile”—a look 
something between a laugh and a warning 
with which she greets my latest last-minute 
change in plan. It’s a look which reminds me 
how very lucky I’ve been to work with an art 
director as inventive and as patient with my 
hair-brained schemes as Amy has been. 

I remember that look from our first 
project together, The Duelist Supplement 
[the special issue of the magazine which 
came out in May 1994, between Duelist #1 
and Duelist #2]. It was around 11 P.M. the 
night before we were going to run film 
when I suggested (with my typical timing) 
that, as the backdrop for our page num¬ 
bers, we should use different phases of the 
moon. Twelve hours before film time isn’t 
the moment to be adding new design ele¬ 
ments, but Amy pulled it off, as she has 
since—mastermind of that series of daily 
miracles that gets The Duelist out the door. 

Under Amy’s influence, a fledgling 
magazine has been transformed into an ele¬ 
gant and beautifully presented publication 
which continues to set the graphic standard 
for every other adventure game magazine. 
And no wonder; for no one I know stands 
up more firmly and fiercely for her beliefs 
than Amy, who is known not only for her 
vital and distinctive illustration style, but 
for her passionate championing of artists 
and their concerns. Amy Weber has taught 
me more about respect and integrity than 
anyone I have ever known. 

I love The Duelist and I believe in the 
possibilities of Deckmaster; but I will miss 
the old WotC, and especially Amy. 


Background by Amy Weber 















P.O. Box 707, Renton, WA 98057 
or via email to: duelist@wizards.com 

Please include name and phone number for verification 
purposes. Letters may be edited for length and clarity. 


L.A.(me)? 

T he “Planeswalking in La-La Land” article from 
Duelist #8 had some of us fuming here in the 
Chicago area. You need to be very careful when say¬ 
ing, “The Southern California region’s playing environment 
has produced a number of original deck ideas,” giving the 
impression that these decks were the sole creation of the L.A. 
area and anyone else who has them copied them. To be more 
precise, the L.A. area has a massive amount of DC tourneys, 
so these decks get spotlighted early on. To say that a “recur¬ 
sive” Triskelion deck was “created” in one place is simply silly. 
I've had such a deck of my own creation for longer than a 
year, and I realized the power of the card from the second 
time I saw it. The same holds true for most deck types. This 
isn’t to take anything away from people who develop these 
decks, but given a finite number of cards (though growing 
month by month), the same ideas are bound to develop in 
different places. Since Chicago has very few sanctioned tour¬ 
neys (like, I think, one in the last, oh, six months), there is 
absolutely no single deck type that dominates. 

My point in all this is that (1) people in different areas 
come up with both different and similar decks and (2) we in 
Chicago need more DC tourneys, but there is very little incen¬ 
tive for stores to run them. (They run their own tourneys 
which tend to be free and a lot of fun.) For those in the 
Chicagoland area, drop me some email if you’re interested in 
more sanctioned tournaments; there’s a group of us getting 
together to address the lack of sanctioned tourneys in the area. 

Ken Roth 

Gryfalia@tesser.com 

oof 


I was reading Duelist #8, and I came across the article on 
Los Angeles. To put it mildly, I was shocked and infuriated. 

There are other places to play Magic rM other than Los 
Angeles. I am currently residing in Huntsville, Alabama, and it 
has some of the most expansive collections of Magic cards in 
the country. Huntsville only has about 200,000 residents, yet 
cards sell generally for 10-25 percent below Scrye and Inquest's 
lowest prices for rares. Plus uncommons usually only sell for 
$.25-$ 1.00. Commons, of course, sell for a nickel each. Stores 
in Huntsville can charge lower prices because Huntsville got 
nearly the same size shipments of cards for the first two years 
as L.A. did. Quite honestly, you can trade quite reasonably for 
Magic cards in Huntsville, anything from Alphas to Homelands ™. 

I would love for anyone from L.A. to come to Huntsville 
and compete with us. Contact Dr. Bob’s at (205) 880-3726 or 
White Mountain at (205) 830-9597; we’ll help you get a place to 
stay and make sure we set you up with some southern hospitality, 
Magic style. I know for a fact I would like to play some of you. 

Jason “House” Arnold 
White Mountain Gaming 

Mark Rosewater responds: 

It was never my intention to imply that the decks in ‘Planes¬ 
walking in La-La Land” were unique to L.A. The decks mentioned 
were simply those that had been popular at one time or another in 
the deck evolution of the Los Angeles Magic community. Obviously ; 
similar ideas with similar decks were experimented with across the 
country. It was my hope that by listing what deck types were popular 
in Los Angeles, players from other areas could identify the similari¬ 
ties and see the common bond that all Magic players share. 

We’d like to add: 

Our recent feature on the L.A. Magic scene was intended to 
be the first of a series of articles featuring different Magic com¬ 
munities—a fact we obviously didn’t make clear. We know that 
there are many hotbeds of Magic play around the world, so look 
for your area to be featured in an upcoming issue! 

Tom Wylie to Issue Errata 
on Index 

I n “A Wizards of the Coast Index” in issue #8, you state that 
there were four creatures in Magic that don’t tap when 
they attack, but there are actually five: Serra Angel, Zephyr 
Falcon, Rabid Wombat, Ghost Hounds, and Yotian Soldier. 

Gavin Ferguson 
Davenport, IA 

Number of creatures inadvertently left off the list: 3; number 
of readers who wrote in to let us know about this: 7. (We also 
inadvertently left out two other creatures that don’t tap when they 
attack: Windseeker Centaur and Bartel Runeaxe.) Thanks for 
pointing this out. 

Background by Quinton Hoover 
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Differing with 

“Something Completely Different” 

I ssue #8 of The Duelist is the best yet. I like the new 

arrangement of articles and columns; it makes it easier 
to find what I’m looking for. I especially appreciated the 
enclosed Complete Magic: The Gathering Card List. IVe been 
hoping for something like that for quite a while now. 

I do have some comments/criticisms on the article “And 
Now for Something Completely Different.” Let me start by 
saying that Homelands ™ is my favorite expansion yet. The rich 
backstory really drew me into the expansion. However, I do 
take issue with some points that Charlie Catino raised. 

Creatureless decks: While a 4/4 creature isn’t something to 
sneeze at, I wouldn’t necessarily call Autumn Willow “nasty.” As 
a legend, only one can be in play at a time. And while she can’t 
be destroyed with Swords to Plowshares, Desert Twister, Terror, 
etc., she can (if my understanding of the rules is correct) be 
affected by Dry Spell, Sandstorm, Earthquake, Pyroclasm, and 
Wrath of God, as none of these spells are targeted. 

Artifact decks: While Joven does have uses, any deck built 
to handle artifacts will already have Shatter, Shatterstorm, 
Crumble, Rust, Divine Offering, Disenchant, Curse Artifact, 
or Warp Artifact. Mr. Catino should have mentioned that 
Joven’s main advantage over these spells is that he’s reusable. 

Poison decks: I agree that it was high time for a card like 
Leeches. I don’t know how prevalent poison decks are, but 
Leeches deserves a place in every sideboard, right next to 
Primal Order. 


affect anything except artifacts, while Joven can destroy artifacts 
and is also a 313 creature. Good cards are ones that are flexible in 
that they have more than one use. 

Finally ; regarding Leeches y I think you may have overestimated 
its usefulness. It’s probably most useful in a poison deck, where you 
can use it to deal 6 or 8 damage to your opponent when all your lit¬ 
tle poison creatures have been killed. Leeches really shouldn't be in a 
serious sideboard until we start producing poison creatures with 
some bite. If a deck can’t defeat a poison deck without Leeches, it 
definitely needs some work. 


Dixie Revealed 

ne of the first things I read in The Duelist is the car¬ 
toon featuring Phil and Dixie by Phil Foglio. I am 
curious to know if Phil and Dixie look like their 
comic representations, and who exactly is Dixie? 

lovebom559@aol.com 


o 


Phil Foglio responds: 

Who is Dixie? Dixie is an embodiment of everything I found 
interesting about women., which meant that when Lfirst created 
the character, there was no single role model, per se. In the inter¬ 
vening years, I did find someone who embodied those traits, char¬ 
acteristics, and measurements, so I married her. So if Dixie is any¬ 
one, she's my wife, Kaja. 


Scott Steubing 
Houston, TX 
KryptoPup@aol.com 


Charlie Catino responds: 

You are correct that non-targeted spells (such as Dry Spell, 
Sandstorm, and Wrath of God) do affect Autumn Willow; howev¬ 
er, most of these don't kill it. And remember that if you're playing 
a creatureless deck and your opponent plays Autumn Willow, even 
if you are at 20 life, you only have 5 turns before Autumn Willow 
kills you, and you had better play Wrath of God or Earthquake 
darn quick. Autumn Willow is strong against creatureless decks 
because most creature-elimination cards players use (e.g. 

Lightning Bolt, Fireball, Terror, and Swords to Plowshares) don't 
affect Autumn Willow. It isn't invulnerable, but it can cause these 
decks real problems. 

Also, you're right in pointing out that Joven's main advantage 
is that it's reusable. This is part of why artifact decks have some¬ 
thing new to contend with; if decks with a lot of artifacts can't get 
rid of Joven, it takes just a few turns for Joven to get rid of all the 
opponent's artifacts. It is also true that most decks have other ways 
of getting rid of artifacts; however, most of those are narrow. All 
the anti-artifact cards you mentioned (except Disenchant) don't 


Duelist and other TCGs 

I ’m curious on the feedback you're getting. Do most 
people want to see other collectable card games 
reviewed in The Duelist or would they rather see you 
stick to Magic and V:TES™? I always skipped through the 
“other card game” sections and found them annoying, but 
when I saw a Star Wars CCG crop up at one of my favorite 
stores, I didn't want to buy until I read a review...argh. (By 
the way, has anyone there looked at it at all?) The cards may 
be pretty and the names and pictures familiar, but that doesn't 
make for game play.... Look at ST:CCG 1M . Thanks again, and 
I'm looking forward to the next several issues. 

Jeff Foley 

jjfoley@mit.edu 

As you've probably already figured out, Allen Varney is 
reviewing Star Wars ™ (in a fashion) in this issue. But you've 
raised a really important issue—how much should we cover other 
games? We are a Deckmaster magazine first (Magic, V:TES, 
and Netrunner rM ), but we want to cover the games you want to 
play. Would you want to read a strategy article on Shadowfist 
or Guardians 1 M ? Or should we stick to what we know best? As 
they say, inquiring minds want to know. 
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Okay, here’s the deal: Kathryn, the editor 
of this fine magazine, assigned me to write 
this column in which I’m supposed to 
report on what’s happening in the world 
of Magic: The Gathering®. Having spent 
my early Magic years scrambling for any 
good inside dirt, I realized that this was 
my chance to let my fellow players know 
what’s really going on. I don’t know what 
kind of trouble I’m getting myself into, 
but at least I’ll be doing it for a good 
cause. Anyway, here’s what I know: 

Up and Coming 

When’s the next expansion, and what is it? 
Named Alliances™, this late spring/early 
summer release will be a limited-edition 
expansion with over 140 cards. From the 
designers of Ice Age™, Alliances will con¬ 
tinue to explore the lives of the inhabitants 
of the thawing continent of Terisiare. Take 
it from one of the set’s developers: this is 
an expansion not to be missed! For exam¬ 
ple, there is one card that will be com¬ 
pared to both Ancestral Recall and 
Demonic Tutor. And for all of those 
out there who have been secretly 
wishing for a flying, purple hippo, 
Alliances should make you 
very happy. 


We’re actually done with Alliances here in 
WotC R&D, and have already moved on 
to the next project. The second Magic 
stand-alone expansion with 300+ cards 
(as yet unnamed; see below) will introduce 
several new concepts to the Magic world. 
We’ve just started playtesting the cards, 
and the early feedback is good. (One 
creature actually got a “You’re kidding, 
right?” response from two different 
playtest groups.) Look for the set this fall. 

While we’re talking about the expansion, 
let me explain something that seems to 
have confused a number of people. When 
we make an expansion, we give it a silly 
code name so that we have some way to 
refer to it. At the WotC offices we use an 
interoffice Macintosh communications 
program called FirstClass® that lets us post 
messages in different folders. When we 
discovered that any folder named after a 
sound in the Macintosh’s sound file would 
cause the sound to go off when the folder 
was opened, we started jokingly naming 
our expansions after these sound files, just 
to hear the sounds. Alliances, for example, 
is known around the office as “Quack.” 
Likewise, the new stand-alone got a 
Macintosh sound file: “Sosumi.” (It 
sounds sort of like piano keys being hit.) 
The name accidentally got leaked to the 
net, and we’ve been the butt of a great 
number of jokes. So just for the record, 
the name has nothing to do with any kind 
of attitude toward litigation. That’s our 
story and we’re sticking with it.... 


Magic: The 

Gathering comic books by 
Acclaim, his art will also grace the 
game itself when he illustrates several 
artifact creatures in Alliances. 

For those of you out there who have pur¬ 
chased the Magic: The Gathering 
Desktop Themes, the screen saver from 
MicroProse, let me fill you in on a little 
secret. Like most programmers, the 
designers of the screen saver decided to 
throw a few “Easter eggs” (little surprises 
for adventurous users to find) into the 
product. To get access to some special 
additional art, try clicking on interesting 
card combinations. For example, my 
sources tell me that Icy Manipulator and 
Royal Assassin work quite nicely together. 
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I have some good news for all you 
comic book fans out there. While it 
might not surprise you to hear that 
Bill Sienkiewicz (famed artist of such 
titles as Voodoo Child , Elektra: Assassin , 
and The New Mutants) will be drawing a 
few covers for some of the upcoming 


Comics and Computers 
and Calendars (Oh My!) 


Speaking of computers, I am happy to 
report that MicroProse is busy at work 
making sure that the Magic: The 
Gathering computer game becomes a real¬ 
ity. Since the project is headed by lead 
designer Sid Meier (creator of such com¬ 
puter classics as Civilization™ and 
Railroad Tycoon™), we expect nothing 
but the best for the game. In fact, we even 
sent rules guru Tom Wylie (of the 
Internet) to Maryland to help ensure that 
the computer game remains as faithful as 
possible. In R&D, we’ve been playtesting 
an alpha version of the game, and our only 
real problem is that Charlie Catino (of 
“The Deck of Infinite Recursion” fame) 
won’t stop playing it. 

And for those with Net access who don’t 
know about all the exciting stuff cyber¬ 
space has for the Magic player, let me fill 
you in. You can visit the WotC Web site at 

http://www.wizards.com; check out the 
Magic newsgroups at rec.games.trading- 
cards.magic*; or play Magic over the IRC 
(most often at #mtg). 
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Also, coming 
to a hobby 
shop near you 
this summer 
are two Magic: 
The Gathering 
calendars by 
Workman 
Publishing. The 
first is a hanging 
calendar in which a 
different artist will 
reinterpret a 
classic Magic: 

character 

each month. Imagine 
Baron Sengir as illustrated by 
Bolton, the Serra Angel as 
envisioned by Rebecca Guay, or the 
Hurloon Minotaur as reexamined 
by Anson Maddocks. The second 
will be a page-a-day calendar with each 
day providing a full-color piece of Magic 
art, complete with strategy tips, card 
backgrounds, snippets about Dominia, 
comments from artists, and Magic trivia. 


But Wait—There’s More! 


A lot of you wrote in about the “puzzling 
secret” in last issue’s “WotC News,” and I 
think it’s finally time we let this cat out of 
the bag. The much-rumored Magic: The 
Puzzling book is finally a reality. Being 
released some time this summer, the book 
will include all-new puzzles (by none other 
than myself, of course), including both 
traditional and variety puzzles. The book 
will range from “easy” to “nasty” and is 
guaranteed to make you throw it across 
the room at least once. 



If the cards on this page aren’t enough of a 
clue, let me make it official— Magic is 
finally making its way to Japan. 

Premiering this March, Magic: The 
Gathering will be sold in the land of the 
rising sun. And I’ve been told that other 
Asian languages are soon to follow. 


Big Money! No Whammy! 

Probably one of the most exciting things 
to happen this year is the creation of the 
Magic Professional Tournament circuit. 
With top players competing for “big 
money,” it looks like the first tournament 
(held over Presidents’ Day weekend in 
New York City) will be the most exciting 
Magic event ever. To ensure the highest 
level of competition, Wizards of the Coast 
is flying in ten top players from around 
the world to participate: 

• Mu Luen Wang—from Austria; ’95 

World Quarterfmalist 

• Marc Hernandez—from France; second 

place at the ’95 World 
Championship; ’95 French National 
Champion 

• Bertrand Lestree—from France; second 

place at the ’94 World Championship; 
’94 French National Champion 

• Henri Schildt—from Finland; ’95 

World Quarterfmalist 

• Ivan Curina—from Italy; ’95 World 

Quarterfmalist 

• Andrea Redi—from Italy; ’95 World 

Quarterfmalist 

• Alexander Blumke—from Switzerland; 

’95 World Champion 

• Mark Justice—from the United States; 

’95 World Semifmalist; U.S. National 
Champion 

• Henry Stern—from the United States; 

’95 World Semifmalist; second place 
at the U.S. Nationals 

• Zak Dolan—from the United States; 

’94 World Champion 

The first Professional Tournament will also 
be testing out a new rule designed to make 
serious competition as fair as possible. 
Simply known around the office as the 
“play/draw rule,” it forces the player who 
goes first to skip his or her first draw. This 
divides the two advantages of going first 
(getting to play first and getting to draw 
first) between the two players. 

A Visitin’ We Will Go 

Every month, Wizards of the Coast sends 
out a small group of WotC employees and 
Magic artists to visit game stores in some 
area of the country. These visits, called 
Caravan Tours, include artist signings, 
gunslinging (take on a WotC employee, 
but be careful—we’re good), Magic trivia, 
and giveaways (including special merchan- 
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dise only available at the Tours). For those 
who might be in New York the week 
before the Professional Tournament, you 
have the perfect opportunity to catch our 
Caravan Tours: 


• Thursday, February 8, at Crazy Egor’s 

in Rochester, NY 

• Friday, February 9, at Twilight Book & 

Game in Syracuse, NY 

• Saturday, February 10, at Saratoga Sci- 

Fi Shop in Saratoga Springs, NY 

• Sunday, February 11, at Head Games 

Ltd. in Princeton, NJ 

• Tuesday, February 13, at The Dragon’s 

Den in Yonkers, NY 

• Wednesday, February 14, at The 

Dragon’s Den in Poughkeepsie, NY 



Back at the Home Front 



I’d like to welcome a new addition here at 
WotC. Rich Fukutaki joined us in 
January as the V.P. General 
Manager of Magic: The 
Gathering. For those not 
adept in interpreting fancy 
office titles, Rich is the new 
head of the Magic team. I 
tried to get him to give me a 
pithy quote, but Rich replied 
that he wasn’t a pithy, quote 
sort of guy. He did promise, 
though, that he would—and 
I quote—“not screw up a 
great game.” Rich, glad to 
you aboard! 

I’m So Glad We 
Had This Time 
Together 

That’s all for this issue. If you’d 
this column come back, I’m going to need 
your help. Either write to The Duelist at 
P.O. Box 707, Renton, WA 98057, or 
send email to duelist@wizards.com and 
say you want to see “Insider Trading” 
return. Also, assuming I come back next 
issue (I am ever the optimist), I’m interest¬ 
ed in getting cool Magic stories from all of 
you. If you have any interesting anecdotes 
to share, I promise to give you credit. 

Once again my email address is 
woody@wizards.com. Thanks for reading, 
and may your mana be plentiful! 


Background by Amy Weber 
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Congratulations. You called your first play as a major 
league manager. And you did it while playing Top of the 
Order, the awesome new interactive card game from 
Donruss. To win, you 
need brains. You need 
guts. You need some 
luck. Because you call 
the shots, just like a 
big league skipper. 


IS HERE. 


Play Top of the Order and you can draft an MLB team 
from an 80-card starter deck of authentic game photos. 

You can build a dream team 
with booster packs, up to 
360 cards in all. You can 
challenge your friends. 
Top of the Order. Get off 
your butt. Get to the 
store. Get it today. 


©1995 Donruss, Inc. © & TM NXT Games. Major League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc. 



















Pack your bags and tune your deck—Wizards of the Coast is going to fly you and your cards to the second-ever Magic™ 
professional tournament! 

Complete the tournament skill challenge below (designed by our own puzzle mastermind, Mark Rosewater) and you’ll be 
entered into a drawing to win an all-expenses-paid trip to compete in the second Black Lotus pro tournament on the first 
weekend of May in Long Beach, California. If you win, you could take home part of a purse totaling over $30,000. No matter 
how you do, you can bet on having the most intense Magic weekend of your life. 


SIDEBOARD A: 

Earthquake (2) 
Lightning Bolt (3) 
Fireball (2) 
Pyroclasm (3) 
Mountain (4) 
Sleight of Mind 


yffilliOARU IS: 


Swords to Plowshares (2) 
Red Elemental Blast 
Pyroclasm (3) 
Pyroblast (2) 
Howling Mine (3) 
CoP: Red (4) 

SIDEBOARD C: 

Black Vise 

Swords to Plowshares 
Land Tax (2) 
Disenchant (2) 
Balance 
Karma 

Red Elemental Blast 
Earthquake 
Flashfires 
Crumble 
Tsunami 
Hurricane 
CoP: Red 

SIDEBOARD D: 

Pyroclasm (3) 
Lhurgoyf (2) 
Crumble (3) 
Anarchy (2) 
Whirling Dervish (2) 
Pyroblast (3) 
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Last year’s Magic World Championship came down to these eight contenders, 
all of whom will be competing in the first Magic professional tournament, Feb. 
16-18 in New York. Listed with each of the eight contenders is a description 
of the deck he used in the World Championship; listed beside the contenders 
are the eight sideboards the players used. Correctly match each sideboard 
with the appropriate player, and we’ll enter you in a drawing to win a trip to 
the pro tournament To submit your entry, either send your answers on a pho¬ 
tocopy of this page, include them on a postcard or in a letter, or send your 
answers via email. Entries can be sent to The Duelist™, Attn: Pro Tournament 
Contest P.O. Box 707, Renton,WA 98057 or to duelist@wizards.com. Entries 
must by received by March 15, 1996. 

WonLd Championship CompeTirons 

_(.Alexander Blumke (Switzerland)— Blumke won the World 

Championship with a well-crafted denial deck, complete with a few creatures 
and a smattering of two other colors to add a little defense to his game. 

_2. Ivan Curina (Italy)— Curina played a weenie horde deck of all 

one color. 

_3. Marc Hernandez (France)— Playing a strong control deck of 

almost one color, Hernandez most often defeated his opponents with either 
Black Vises or one of a few key cards in a secondary color taken from his 
sideboard. 

_4. Mark Justice (United States)— Winning most of his games 

with direct-damage spells or large creatures such as Orggs and Shivan 
Dragons, Justice occasionally used artifacts to damage his opponents. 

_5. Andrea Redi (Italy) —Playing a mono-color deck, Redi defeated 

his opponents with direct damage and a large number of goblins. 

_6. Henri Schildt (Finland)— Using an almost mono-color, crea¬ 
tureless deck, Schildt defeated his opponents with direct damage, Mishra’s 
Factories, and Black Vises. 

_7. Henry Stern (United States)— Nicknamed “Vise Age,” Stern’s 

deck was a quick, two-coior deck which defeated its adversaries with fast crea¬ 
tures and direct damage. 

_8. Mu Luen Wang (Austria)— Wang came prepared with a tri¬ 
color land-destruction deck, complete with an army of small creatures. 

Name_ 

| Address_ 

City_State _Zip_ 


SIDEBOARD E: 

CoP: Artifacts 
CoP: Black 
CoP: Red (2) 
Stromgald Cabal (2) 
Land Tax 

Blue Elemental Blast 
Magical Hack 
Sleight of Mind 
Gloom (4) 
Prismatic Ward 

SIDEBOARD F: 

Pygmy Allosaurus 
Pale Bears 
Tranquility (3) 
Birds of Paradise 
Crumble (4) 
Despotic Scepter 
Lifeforce 


Whirling Dervish (2) 
Hurricane 



Anarchy (3) 
Pyroblast 


Red Elemental Blast (3) 
Earthquake 
Pyroclasm 

Nevinyrral’s Disk (2) 
Detonate (2) 

The Rack (2) 



Dwarven Hold 
Zuran Orb 
Iron Star (2) 
Pyroclasm 
Anarchy (2) 
Flashfires (2) 
Shatter (2) 

Red Elemental Blast (4) 
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A Special Edition of 

W®TC N EWS 


by Jenny Scott 


A New Bra Begins 

December 7, 1995, marked the beginning 
of a new era at Wizards of the Coast: As 
most readers probably already know, 
Wizards management announced that in 
order to focus more of its resources on its 
more profitable trading card games, several 
other product lines would be scaled down 
or cut entirely. This reorganization affected 
all three of Wizards s active roleplaying 
lines, its table games, and its book 
publishing division. 

“This was a very difficult strategic busi¬ 
ness decision to make,” said Wizards 
President Peter Adkison in a press release. 
“We are not abandoning these products or 
their fans and are looking for new publish¬ 
ers for the roleplaying games.” Close to 
fifty jobs in the U.S. and Europe were cut, 
but a number of those employees have 
since been hired back into different posi¬ 
tions created by the reorganization. 

Wizards reported record sales and profits 
for 1995, fueled by high earnings from the 
company’s Deckmaster rM line of trading 
card games, games that the company 
hopes to give more attention to in the 
immediate future. Adkison said more 
resources and energy will be devoted to 
competitive game events and international 
projects that support its games. The com¬ 
pany hopes to explore opportunities in elec¬ 
tronic and computer-based gaming as well. 


Th* Rolcplaying Gaiujs 
LEGACY 

Wizards of the Coasts founders’ vision of 
making great RPGs led to Wizards’s first 
roleplaying product, The Primal Order ™, 
in the spring of 1992. The company also 
acquired the Talislanta™ RPG license, 
and for the next two years released eight 
new products in that line. Sales were 
steady but never outstanding, so when 
Magic: The Gathering® came out in the 
summer of ’93 it was no surprise that role- 
playing took a back seat. 

Still, Wizards was committed to pro¬ 
ducing quality roleplaying products, as evi¬ 
denced by the hiring of established RPG 
designer/writer Jonathan Tweet in 1994 to 
head the roleplaying team. Tweet came to 
Wizards to pitch four new roleplaying 
games; only one of those, Everway™, was 
produced. Wizards picked up Ars 
Magica™ at about the same time. 

One of the first tough decisions about 
RPGs faced by Wizards came in 1994, 
when the roleplaying team decided to stop 
publishing Talislanta. With strong, player- 
supported games like ArM in hand, and 
new games like Everway in the works, there 
weren’t many resources left over for 
Talislanta. In 1994, WotC ended its agree¬ 
ment to license Talislanta from its creator, 
Stephen Sechi. 


In Case You’re Wondering... 

Have no fear, gentle readers: The Duelist was unaffected by the cuts and is going as 
strong as ever! “ The Duelist will continue to play an important role in providing our 
customers with timely information and official rulings on Magic, V:TES, and other 
trading card games,” says Adkison. “In fact, we [may even] take The Duelist monthly 
in 1996 so we can do an even better job of supporting our Deckmaster games and 
keeping players informed.” You heard it here first, folks_ 


While Wizards’s success has allowed it 
to produce high-quality games that less 
stable companies couldn’t, the company’s 
rapid growth and sheer size have proven to 
be huge obstacles to the roleplaying teams. 
Frequently, resources—from people to 
equipment—were pulled off of roleplaying 
projects in order to get higher-priority 
Deckmaster products out the door. Magic 
became known internally—not so affection¬ 
ately—as the “eight-hundred-pound gorilla.” 

Adkison believes that this juggling act 
of balancing the needs of RPGs and TCGs 
has been the source of many of Wizards’s 
organizational problems. “RPGs and 
TCGs require very different attitudes and 
approaches,” he says. “Since Magic came 
out there have been essentially two cliques 
at WotC, with very little overlap. It’s been 
creating stress in the organization and has 
made us a bit dysfunctional.” 

At press time, Wizards of the Coast was 
still entertaining several proposals for the 
futures of the various RPG lines. “Our 
number-one criterion in making a decision 
will be our confidence level in whether or 
not the company taking over the line will 
really focus on it and deliver,” says 
Adkison. “The goal is to improve the situa¬ 
tion for people who are fans of the games 
by turning the games over to companies 
that will really focus on them.” The wishes 
of the games’ creators (Dave Allsop for 
SLA Industries™, Jonathan Tweet for 
ArM and Everway) will weigh heavily in 
the decision of where the games end up. 

fiVlSRWAY AT THfi CROSSROADS 

Released in August, 1995, after more than 
a year of development at Wizards (and at 
least another year of pre-Wizards develop- 


Background by Amy Weber 
Spot illustration by Julie Baroh 
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ment by its creator, Jonathan Tweet), the 
image-based Everway roleplaying game 
was cut from Wizards’s line-up after just 
four months on the shelves. 

Hoping to expand the roleplaying audi¬ 
ence by appealing to new players, Tweet 
began to develop Everway at a fantasy 
convention. Milling about the dealers’ 
room, Tweet wondered why there were so 
many fantasy fans who didn’t play role- 
playing games. He wondered what kind of 
game might draw those people into role- 
playing, anti it was with that challenge in 
mind that he worked out the initial design 
of Everway. 

Tweet’s original conception of EVERWAY 
was as a roleplaying game that replaced the 
tried-and-true dice with a tarot deck: 
gamemasters would make a draw from the 
tarot (which was later replaced with a 
“Fortune Deck”) to determine the out¬ 
comes of players’ actions. 

In early 1995, the production cycle 
began in earnest. A dedicated product 
team was formed, and the game debuted 
at the 1995 GenCon®. In the months fol¬ 
lowing its release, it enjoyed positive-to- 
glowing reviews and respectable sales. 

The fate of the Everway line remains 
uncertain at press time. Several companies 
have made bids to buy rights to Everway, 
including both new and established game 
companies and at least one start-up compa¬ 
ny composed of current Wizards employees. 

Tweet hopes to remain involved with 
Everway, regardless of where it ends up. 
“Wizards is one of very few companies 
that could have afforded the start-up costs 
of the EVERWAY line: the development 
time, the art, the printing, and the adver¬ 
tising,” he says. “Now that Wizards has 
funded the line’s start-up, however, a 
smaller company can maintain the line. 
Everway could be a very big deal for a 
smaller company. No matter where the 
game goes, I’d like to continue to be 
involved in its development.” 

Ars ITIagica: Vai*> S®dams 

Ars Magica was originally published in 
1987 by Lion Rampant, a partnership 
consisting of Jonathan Tweet and Mark 
Rein*Hagen, who wanted to design a fan¬ 
tasy RPG that would have “the best magic 
system ever because [they] had yet to find 
* 

• • 


a magic system in another fantasy RPG 
that [they] really liked.” Tweet was partic¬ 
ularly disappointed that wizards in RPGs 
were weaker than those that appear in lit¬ 
erature. “Most fantasy RPGs make wizards 
on par with other character types,” says 
Tweet, “whereas literary wizards are gener¬ 
ally very powerful. We took powerful wiz¬ 
ards’ as our premise and built a game 
around that.” 

Tweet eventually left Lion Rampant in 
1989 and went on to a freelance career, 



and in 1990 the company merged with 
White Wolf, publisher of White Wolf mag¬ 
azine. The new company became White 
Wolf Game Studio. 

From 1990 to 1994, White Wolf pub¬ 
lished Ars Magica, and during that time a 
third edition of the game was released, 
emphasizing more “infernal” elements of 
the background and adding an anti-magi¬ 
cal force known as “True Reason.” 

In 1994, White Wolf sold the rights for 
Ars Magica to Wizards of the Coast. 
While preparations for the long-awaited 
fourth edition were made, several supple¬ 
ments were released, each of which helped 
to steer the game back toward Tweet’s 
vision for the line, representing a more 
accessible, “more directly useful” style. 

Long-time Wizards employee Wade 
Racine ulimately took the reins of Ars 


Magica Fourth Edition (ArM4), forming 
the “Rogue team” to provide support for 
Ars Magica and to develop game worlds 
for roleplaying games, fiction, and other 
formats. The manuscript for ArM4 had 
been written, edited, and laid out when 
management announced that Wizards 
would no longer be producing roleplaying 
games. Most of the Rogue team members 
were laid off as a result of the company’s 
reorganization; several of these people, still 
staunch supporters of the Ars Magica 
game, have made plans to form a new 
game company and have offered a propos¬ 
al to Wizards to acquire the game. 

Another start-up company comprised of 
current Wizards employees has also made 
a bid on ArM, as have several established 
gaming companies. At press time, no final 
decision about the future of ArM had 
been made. 

S^A Industries 

Starting as a small independent company 
in Scotland, Nightfall Games is a creative 
group that has developed its product, the 
SLA (pronounced ‘slay’) Industries role- 
playing line, from an unknown quality 
game to a success. The lavishly illustrated 
SLA product line combines elements of 
futurism with the horror, science-fiction, 
and cyberpunk genres to create a dark- 
future escapist background for the mature 
roleplayer. The game’s quality artwork and 
design build a believable world that’s 
packed full of intrigue. 

In April of 1994, Nightfall Games 
merged with Wizards of the Coast and 
went on to release KarmcF™ , the first 
sourcebook for SLA Industries. At that 
time, SLA Industries was rated among the 
top five roleplaying products by Virgin 
Megastores, the biggest retail chain of 
hobby retailers in the U.K. In 1995, 
Nightfall released The Gamemasters Pack ™ 
for SLA and continued to work on a num¬ 
ber of projects, both for future SLA 
Industries supplements and for new prod¬ 
uct lines. 

It seems likely that the original Nightfall 
Games group will re-form in the wake of 
Wizards’s cuts, but it is unknown whether 
the group would remain in hometown 
Glasgow or bring the property to the U.S. 
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Th* rflAGIC ADVflNTURfi OAlflfi 

Development and playtesting continues 
for an adventure game based on Magic: 
The Gathering. Three of the four mem¬ 
bers of the “Black Lotus team” (the prod¬ 
uct team devoted to creating the game) 
have joined Wizards’ Research & 
Development team to develop a new 
prototype of the game. 

This spring, a solicitation for a game 
designer advertised in industry zine 
Alarums & Excursions caught the eye of 
several TSR employees and freelancers, 
among them Wolfgang Baur, Mike 
Selinker, and Teeuwynn Woodruff, the 
three designers who are now working on 
the game. After comparing notes, the 
group pitched a unified proposal to 
Wizards, convincing them that hiring a 
team of designers would expedite the 
development process. 

A team of four (the fourth, Tim Beach, 
opted off of the project following elimina¬ 
tion of the WotC roleplaying lines) was 
brought on board in the summer of 1995, 
and the first prototype was presented to 
the company this fall. Extensive playtest- 
ing and revision continues to date. There 
is no release date scheduled for the game 
yet, but its creators say that development 
is proceeding steadily. 

TH* FuTUR* ©f HlAGIC 

Fiction 

Although the Book Publishing team at 
Wizards has been disbanded, the company 
will still be doing lots of books—there 
will still be plenty of Magic 



fiction, and there are plans for Netrunner 1 M 
and V:TES fiction as well, but Wizards is 
no longer moving forward with the idea 
of publishing original (non-game-related) 
fiction. 

Wizards will continue licensing game- 
related fiction through established publish¬ 
ers (continuing its licensing agreement with 
HarperCollins to make fiction books based 
on Magic: The Gathering, for example), 
but these relationships will be managed 
within game product groups. Kij Johnson 
was retained from the original Book 
Publishing team to organize these efforts. 

What’s next? There are several Magic 
books in the works at various stages of 
development. Look first for Teri McLaren’s 
upcoming Magic novel, Song of Time. 

Tabla Gahias: 

Lire Isn't Fair! 

Among the product teams affected by 
Wizards’s reorganization was the Table 
Games team, which put out two lines of 
mass-appeal “table games”: a fast-paced 
robot board game, RoboRally™, and a 
social card game, The Great Dalmuti™. 

With the massive organizational 
changes, many of the Table Games team’s 
resources were allocated to the 
Deckmaster teams. Table Games disband¬ 
ed, and custody of RoboRally and 
Dalmuti was given to a slim new depart¬ 
ment called “Stealth Games.” The team 
will continue to stock, sell, and reprint the 
games in the two table game lines (includ¬ 
ing RoboRally, RoboRally: Armed and 
Dangerously and The Great Dalmuti) 
and to take care of the roleplaying lines 
until they can be placed in good homes. 
Stealth hopes to release two to three table 
games annually. 

As Richard Garfield tells it, he designed 
RoboRally in the summer of 1983, “on 
the week of my twentieth birthday... so 
that I could play it as a birthday game.” 
When Garfield met Mike Davis three 
years later, Davis took it upon himself to 
see the game published. Over the course of 
the next five years, Davis took the game to 
four companies with no luck. Finally in 
late 1990, Davis noticed some posts on 
the Internet about a new game company, a 
young Wizards of the Coast, which at the 
time was producing only roleplaying 



games and to which 
Davis ultimately 
pitched the 
game. While the 
company 
couldn’t afford 
to produce 
something as 
capital-inten¬ 
sive as a board 
game at the 
time, Adkison 
was interested in a 
game that would be playable at conven¬ 
tions in a short amount of time—a request 
which Richard took to heart when he 
designed the game that would be Magic: 
The Gathering. 

During the time while Magic was 
being developed, Davis and Garfield— 
with Wizards’s blessing—tried to sell 
RoboRally to Mayfair Games. (This 
encounter led to the rumor that the two 
had pitched Magic to Mayfair Games, 
which wasn’t true.) While negotiations 
with Mayfair Games continued, Magic’s 
success skyrocketed, and Wizards was able 
to afford to produce RoboRally after all. 

The Great Dalmuti began six years ago 
when Garfield was “introduced to a fasci¬ 
nating card game by a friend.... It reward¬ 
ed the player in the lead and penalized the 
player who was falling behind. The game 
was played for no other purpose than to 
play. There was no winner or loser at the 
end; there was only the longest-lasting 
‘Dalmuti,’ and the ‘peon,’ the player most 
talented at groveling.” 

Garfield taught the game to his friends 
and family, even his bridge club, adding a 
scoring element and a way of winning to 
the game. Everyone loved it. “No matter 
who I played it with, once we started play¬ 
ing we couldn’t stop.” 

It was Garfield’s sister Elizabeth who 
encouraged him to try to get Dalmuti 
published by Wizards. It wasn’t a hard sell: 
Garfield taught the game to Wizards 
employees, and before long the entire 
office was hooked. Huge Dalmuti games 
played with regular decks of cards or 
playtest copies became a popular after¬ 
work pasttime, and it was clear the game 
would be a hit. The Great Dalmuti was 
released in 1994. 
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The time of The Gathering has dawned. 
The Immortals' eternal struggle for the 
Prize continues in Highlander: The Card 
Game's Movie Edition m . Relive the 
action and adventure with Connor 
MacLeod, The Kurgan, and your other 
favorites from the Highlander v ' series of 
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Compiled by Allen Varney (a.varney l@genie.com) 


THE NEWWAVE OF 
LICENSING 


I 


n two brief years, surfeited by a glut of 
get-rich-quick releases, the trading card game 
market has developed a distaste for unknown 
new games from unknown new publishers. 

In this resistant climate, new games require 
major advertising pushes or—the new fall¬ 
back—a media license. 

In this, as in other respects, the card 
game industry repeats the experience of the 
roleplaying-game hobby in the early ’80s. 

The faddish popularity of Dungeons & 

Dragons® spawned a horde of no-name imi¬ 
tators that soon dwindled, leaving the field 
open for a later wave of RPGs based on—see 
if this list sounds familiar—Tolkien, James 
Bond, comic books, Star Wars, Star Trek, 
and other television shows, including the 
cartoon He-Man and the Masters of the Universe. Substitute X- 
Files for He-Man, add a few video games, and you have the 
modern licensing wave in trading card games. 

Why license? The main reason is exposure. Faith Price of 
Mayfair Games says licenses mean “more universal appeal. They’re 
bringing in people who ordinarily would never look at these 
games.” Price cited a planned expansion for Mayfair’s new 
Fantasy Adventures™ card game based on the “Wheel of Time” 
fantasy novels by Robert Jordan: “Jordan fans who’ve never played 
Magic are coming to us and asking about this game.” 

Dave Hewitt of Precedence agrees: “Having a license gives 
people a reason to check out your project. We still feel if you 
have a great game, you can overcome not having a license. But if 
people never play your game, they’ll never find out it’s good. 
We’re looking at a couple of licenses.” 

Most of the old licensed RPGs floundered. But some were 
excellent designs, notably Mayfair’s late DC Heroes (1986) and 
West End’s still-thriving Star Wars: The Roleplaying Game (1987). 
Generally the licenses that helped a game, as opposed to merely 
promoting it, offered a big, distinctive world with a wide scope of 
action. Common wisdom of the early ’80s held that in this regard 
there were only seven top-flight licenses: Star Wars, Star Trek, 
Tolkien’s Middle-earth, James Bond, Marvel Comics, DC Comics, 
and (the only property that did not spawn an RPG) Disney. 



Perhaps the years have added to this pantheon, 
yet the number of satisfying licenses remains small. 
A card game, like an RPG, depends on a large and 
various world. Iron Crown Enterprises developed 
450-plus cards for its Middle-earth: The 
Wizards™ game. It would be hard to draw so 
many worthwhile cards from, say, the Pixar/Disney 
animated film Toy Story (seventy-seven minutes 
about toys in a boy’s room). 

Seldom mentioned in any announcement of 
a new license is whether the licensed property 
would benefit from a game—whether the game 
adds anything to the customer’s experience or 
just exploits it. In roleplaying the record is poor, 
but Star Wars has benefited tremendously from 
West End Games’ yeoman service in cataloging, 
explaining, and developing aspects of its uni¬ 
verse. Lucasfilm, maker of the Star Wars 
movies, has adopted the roleplaying material as 
canonical. This is the best kind of license. 


Drew Bittner of Wildstorm Productions offers a design philoso¬ 
phy that will hopefully become typical: “There’s no doubt that 
[Wildstorms™] being a licensed game really made it work. But we 
put a lot of effort into making it reflect the characters. The game 
enhances fans’ appreciation for the characters and the comics.” 


EXPANSION UPDATE 


I, 


.n the spring we’ll see new expansions for these games, 
among others: 

Blood Wars™ (TSR, Lake Geneva, WI): Three new 
Escalation Packs appear in 1996, in the same format as previous 
packs. Series #4, Insurgents of the Inner Planes, arrives in March, 
with Weapons & Warmongers and Hand of Fate due later this 
year. Warlord’s Tactical Manual, a player’s guide, appeared in 
January. 

Doomtrooper™ (Heartbreaker Hobbies, Folsom, PA): The 
next expansion, M ortificator, designed by Brian Winter, covers the 
Brotherhood’s ninja troops. The 122-card set (two rarities) 
appears in February in eight-card boosters ($1.75). Doomtrooper 
merchandising has reached remarkable proportions. A video game 
for Sega and Nintendo appeared in December, and a CD-ROM 
game (also called M ortificator) came out in January. Pressman 
Films ( Wall Street, Conan) begins filming the Mutant Chronicles 
movie March 6. The Acclaim comic, Golgotha, is also the title of 
the next expansion, not yet scheduled. (Web: www.target.se) 
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Galactic Empires™ (Companion Games, Stamford, NY): 
Piracy , a 152-card expansion in three rarities, appears in March. 
Designed by Andrew Smith, the set adds new rules that let you 
send your pirates to take over enemy terrain and steal produc¬ 
tion. Piracy is sold in six-card booster packs ($.99). 

Gridiron™ (Precedence, Tempe, AZ): The Championship 
Edition, which rotates out some rare and chase cards and adds fifty 
new cards, is currently scheduled for early spring, but this date 
could slip. After that comes the first expansion, Blacklist, a 150- 
card set (three rarities) by the original game’s design team, John 
Myler, Paul Brown, and Dave Hewitt. Precedence is also busy with 
a couple of new game projects. (Contact: gridiron@eternity.com) 

Legend of the Five Rings™ (Alderac Entertainment 
Group/Isomedia, Ontario, CA): The first expansion, 

Shadowlands, introducing the Scorpion Clan and Naga race, is 
still on track for March. The second expansion, Forbidden 
Knowledge, due in July, features a sinister set of artifacts called 
the Twelve Black Scrolls. Future expansions have the working 
titles Anvil of Despair, Crimson & Jade, and Time of the Void. 
(Web: www.isomedia.com/homes/aeg/~aeg.html) 

Middle-earth: The Wizards™ (Iron Crown Enterprises, 
Charlottesville, VA): In May or June comes Middle-earth: The 
Dragons, an expansion by the original game’s design team. The 
set has 100-200 cards in three rarities, sold (probably) in twelve- 
card boosters. About half the cards revolve around dragons, and 
individual dragons such as Smaug will have more than one mani¬ 
festation. “Tolkien allows for dragons, so we are filling in the 
blanks,” says designer Mike Reynolds. 

We won’t see the second expansion, Dark Minions, until late 
1996. “Factions will play an active part” in that set, says 
Reynolds. “We’re trying to allow play from the perspective of the 
bad guys, Saruman and Sauron.” (Contact: metwice@aol.com. See 
the review of Middle-earth: The Wizards on p. 93.) 

Mythos™ (Chaosium, Albany, CA): Chaosium’s Charlie 
Krank is designing the Call ofCthulhu trading card game and the 
first three booster series simultaneously (four hundred cards 
total). The game and the first expansion, Expeditions of 
Miskatonic U, appear together in March. These cards center on 
New England’s “Lovecraft Country” of Arkham, Kingsport, and 
other spooky places. Late in April comes the second expansion, 
Cthulhu Rising, which travels to the Pacific to the sunken city of 
R’lyeh, and a month after that comes Legends of the 
Necronomicon, set largely in Central Europe and Turkey. 
(Contact: mythosccg@aol.com) 

On the Edge™ (Atlas Games, Northfield, MN): The next 
expansion, Wetworks, remains unscheduled, but in February 
comes a new OnTE players’ league with the working name “The 
Conspiracy.” Instead of national tournaments and player ratings, 
the league emphasizes local chapters in the manner 
of Steve Jackson Games’ Cur Wars organiza¬ 
tion, the AADA. Contact Paul Nurnberger 
at Atlas Games, (612) 638-0098; 
burford@winternet.com. (Contact: 
atlas@io.com) 

Pentacle™ (Companion Games): As 
reported in Duelist #8, this multiplayer 
fantasy game, designed by Tim Carlton, 
was originally published by Morningstar 


Games in 1980. The revised game is playable from a comrtiunal 
deck or with individual player decks. Companion is re-releasing a 
121-card core set in February, and in the spring comes a booster 
series called Creatures of the Night. The size of the expansion is 
not set, but booster packs will contain six cards ($.99). 

Rage™ (White Wolf Game Studio, Atlanta, GA): Mike 
Tinney’s War in the Amazon booster set, in the same format as 
The Wyrm, is described as a “setting-based” expansion. It’s due in 
February. (Contact: achilli@aol.com) 

Red Zone™ (NXT Games/Donruss, La Jolla, CA): Red 
Zone 1995: Expansion Teams is scheduled to ship in January. 

This set includes 90 new player cards, including stars like 
Emmitt Smith, Deion Sanders, and Andre Rison, among others. 

It includes players from the two NFL expansion teams previously 
unavailable. It will be available in twelve-card booster packs. 

Redemption™ (Cactus Games, Chesapeake, VA): The first 
expansion, The Prophets, is scheduled to appear in January. On 
Dec. 11 last year, Redemption designer Rob Anderson appeared 
on Pat Robertson’s 700 Club television show before an audience 
of two million, talking about the impact the game has had on 
both the Christian and the adventure-gaming hobby markets. 
(Contact: cactusrob@aol.com) 

Shadowfist™ (Daedalus Games, Seattle, WA): Coming in 
April, Flashpoint, designed by Jose Garcia and Rob Heinsoo, 
offers about 150 cards describing a showdown between the 
Dragons and the Architects of the Flesh, both in modern-day 
Brazil and in the future. Daedalus' John Tynes says this “very 
male-hormone-driven expansion” has “a lot of cards to kill things 
and blow them up.” Flashpoint may include story cards that 
relate vignettes from the storyline, as well as cards that offer 
checklists or clarifications of confusing cards. (Contact: 
jgarcia@halcyon.com) 

SimCity®: The Card Game™ (Mayfair Games, Niles, IL): 
Washington DC, a 120-card stand-alone fixed-deck set ($15) in 
the Chicago format, appears in March. It’s designed by Darwin 
Bromley, Doug Tabb, and Jay Tummelson. A New York stand¬ 
alone set is in the works. (Contact: price@interaccess.com; Web: 
www.coolgames.com) 

Spellfire™ (TSR): Reports of Spellfire’s death were greatly 
exaggerated. Expansion series #7, Underdark, appeared in 
December. For 1996, TSR has announced a fourth edition of the 
basic game (June), four new expansions (Runes & Ruins, #8, 
appears in February, followed later by Birthright, Draconomicon, 
and Night Stalkers ), and a second volume of the Spellfire Reference 
Guide in November. 

Star Trek®: The Next Generation™ (Decipher, Norfolk, 

VA): After finally securing approval by the licensor, Paramount, 
Decipher released the long-delayed Collector’s Tin and the 
Alternate Universes expansion in December. Alternate Universes 
includes Decipher’s first ultra-rare card, the 
future Enterprise. The company plans 
to release the Q Continuum set in July 
and Holodeck Adventures in late ’96. 

Parker Brothers is releasing a two-player 
set with two stacked decks, including a 
Spock card. Decipher’s license with 
Paramount expires at the end of 
1996, and neither party plans to 
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renew it. (Contact: DCustServe@decipher.com; 

Web: www.decipher.com) 

Star Wars® Customizable Card Game™ 

(Decipher): Like the basic game, the first expan¬ 
sion, A New Hope , is based entirely on the first 
Star Wars movie. Due in June, the 121-card set 
(sold in fifteen-card boosters for $3 each) is 
designed by Technical Game Services, the original 
games design team. The second expansion, The 
Empire Strikes Back, arrives in October. 

Decipher plans free Star Wars tournament kits 
and sanctioned tournament events. For details, ask 
your retailer to contact a distributor. (Contact: 
DCustServe@decipher.com; Web: www.decipher.com) 

Tempest of the Gods™ (Black Dragon Press, Logan, 

UT): Neteru is the first expansion and contains ninety cards 
related to Egyptian mythology. Sold “probably” in nine-card 
boosters for $1.93, the set is due in late spring. (Contact: 
bdpressl@aol.com; Web: www.sunrem.com/~bdp) 

Wildstorms™ (Wildstorm Productions, La Jolla, CA): 
Coupons in recent Image Comics are good for a twelve-card 
“Redemption Pack” of exclusive cards removed from the general 
print run of the first expansion, Conflict. The white-bordered 
Wildstorms Unlimited Edition, with corrected text and new 
chase cards, now exists, but the company is using it to fill large 
back-orders for booster packs. The edition will be formally 
launched in March. Exclusive cards will be offered through 
Image Comics. 

Also in March, Wildstorm will publish a twenty-four-page 
player’s guide in comic-book format and a cardstock copy of the 
game’s Battle Mat. Art for the mat is on the company Web site, 
along with power enhancements that customize character cards 
to match recent issues of the comics. 

(Web: www.wildstorm.com/home/trading_cards/wsccg.html) 

Wing Commander™ (Mag Force 7, Williams Bay, WI): Mag 
Force is distributing promotional cards with upcoming Wing 
Commander novels and the Wing Commander 3 computer game, 
and is considering an expansion for the coming year. (Contact: 
designers@mag7.com) 

PREVIEWS 

Dragon Storm™ (Black Dragon Press, Logan, UT): This 
hybrid of cards and roleplaying was designed by Magic artist 
Susan Van Camp and developed by her husband, Mark Flarmon. 

Dragon Storm is essentially a simple skill-based roleplaying 
system, a la RuneQuest, that uses cards to embody every aspect 
of the game. Each player has a deck, as does the gamemaster; the 
game also uses two six-sided dice. Players get a certain number of 
points to design a character, spending (say) 3 points to get a 
sword card, 2 points for a certain spell, and so on. Individual 
rules for each item and ability are on the card, to minimize hunt¬ 
ing through rulebooks. The gamemaster uses a separate set of 
cards representing terrain, events occurring there, non-player 
characters, and NPC abilities. The GM combines these into a 
story, either by improvisation or by following a pre-designed sce¬ 
nario. A scenario can be run with minimal preparation. 

In the game, players are shapechangers who are hunted by 


necromancers who want to experiment on them. 
Adventures involve finding other shapeshifters and 
destroying necromancers. Van Camp says that 
playtesters quickly began trading cards coopera¬ 
tively rather than competitively, giving other 
players cards so as to strengthen the whole party. 
A single Dragon Storm deck includes cards for 
both players and gamemasters. Black Dragon is con¬ 
sidering selling the game in blister packs that 
include a starter deck and dice, as well as in boost¬ 
ers. Originally announced for spring, Dragon 
Storm’s release has been delayed until June. A 
handbook with campaign background and scenarios 
is due a couple of months after the game’s release. 

Gangland!™ (Corglenburg, Ltd., Independence, MO): The 
latest game to glorify crooks, Gangland! casts three to eight 
players as gangsters during Prohibition in the 1920s and AOs. 
Each player has a gang of five characters, all fictitious thugs 
except A1 Capone, rated according to Business Savvy, Muscle, 
and Loyalty. Playing from a common deck, players assign 
“legit” front businesses to their characters to launder hot cash 
from illicit trucking, entertainment, and restaurant activities. 
They can spend “pocket money” to finance informants, and use 
bribes to attract other gangs’ members and arrange assassina¬ 
tions and massacres. The winner is the last survivor or the thug 
with the most valuable empire. 

Gangland! is sold in a fixed 170-card “Core Game System” 
($19.95), out in February, and in randomly sorted boosters 
drawn from a hinety-card Enhancement Set due in early summer. 
It’s designed by Bruce Quade, whose previous credits include a 
drug awareness game called No, published five years ago. A com¬ 
panion game, G-Man, may follow in autumn. 

Killer Instinct™ (Topps, New York, NY): Based on the 
smash arcade video game, Killer Instinct is a near-future multi¬ 
player slugfest designed by Greg Gorden (Torg, Earthdawn, DC 
Heroes ) and developed by longtime freelancer Shane Hensley. The 
363-card set, printed by Carta Mundi in Belgium, features com¬ 
puter graphics from the game. “The card game also provides a 
glimpse of the big picture behind the Killer Instinct tournament, 
something not revealed in the video game,” says a press release. 

Due by May, Killer Instinct is sold in sixty-card starters 
($8.95) and fifteen-card boosters ($2.95). Topps’ marketing tar¬ 
gets both video-game fans and the card-game audience. 

Ruins World™ (Medallion Simulations, Fresno, CA): This is 
a fantasy card game with roleplaying elements, in the mode of 
Games Workshop’s DungeonQuest, TSR’s CardMaster, and other 
card games that replicate fantasy dungeon crawls. Each of one to 
four players becomes one of twenty characters (each sixty-five- 
card starter deck, $8.95, includes a character) with a Journey 
Deck, a Market (equipment) Deck, and a secret goal that deter¬ 
mines whether to help the other characters or strike out alone. 
The characters play as a team against a common Play Deck of 
monsters and treasure. A game lasts one to two hours. 
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MASTER OF MAYHEM 



Name: Robin D. Laws 
Age: 31 

Hometown: Orillia, Ontario, Canada 
Occupation: Freelance game designer 

How he’s different from ninety percent of the general 

population: Says he actually learned something useful from 
his undergraduate studies. (He earned his B.A. in Fine Arts 
Studies at York University in Toronto.) 

How you can tell he’s Canadian: Pronounces “about” 
like “ah-boot.” 

What he’s done for you lately: Co-designed Daedalus Games’ 
Hong-Kong-action-movie-inspired rock-’em, sock-’em, blow- 
’em-up-good trading card game Shadowfist. Also designed 
Feng Shui , the roleplaying game on which Shadowfist is 
based (due in April). 

Laws has numerous design credits to his name, including The 
Cut-Ups Project ™ expansion for Atlas Games’ On The Edge™ 
TCG, as well as work on roleplaying games for Steve Jackson 
Games, FASA, Wizards of the Coast, and Mayfair Games, among 
others. Currently at work on a new trading card game that will 
be published by “a well-known game company” this summer, 
Laws works from his home in Toronto. That’s where we caught 
up with him... 

On your resume it says you’ve done some work in theater 
(as an actor and director) and as a movie reviewer. You’re 
obviously a big movie buff. 

Films have always been a big interest of mine, and eventually 
that’s where the big career ambition lies—screenplays! In fact, I 
have a screenplay that’s being shopped around the Toronto movie 
scene now. But most of my time goes into game writing because 
that’s what pays the bills. 

How did you get into Hong Kong films? 

It started through the [Toronto Film] Festival. They did a big 
retrospective of Asian films back in ’86. Among the many cool 
films I saw that year was John Woo’s A Better Tomorrow ; and I 
was blown away by it. 

So the next year, when The Killer came, I made sure I got my 


ticket for that, and I went from there into looking into various 
other Hong Kong movies, and not just action films, either. There 
are a lot of really great straight dramas that come out of Hong 
Kong as well. 

Hong Kong movies certainly have a different style.... 

I think you’re talking about their full-throated, unapologetic 
approach to melodrama. It is a very different sensibility—it’s very 
much an acquired taste. A lot of people I show them to say, 
“That’s so cliched. That’s so overdone.” But once you get into it, 
it’s like, “Yeah, right on!” 

Doesn’t the excessive violence in Hong Kong action movies 
bother you? I once counted the number of on-screen deaths 
in a couple of American films decried as ‘Violent” in their 
time (RoboCop 2 and Total Recall ), and each averaged 
around eighty-eight. The number of on-screen deaths in John 
Woo’s Hard Boiled tops that within the first half hour. 

The thing about the Hong Kong movies is that it’s so com¬ 
pletely over the top that essentially it’s all happening in another 
universe. And it sort of sidesteps the whole moral point of the 
question. In the real world it’s bad to kill one person, let alone 
two hundred or three hundred. I don’t know if it’s something I’m 
really prepared to analyze in a big way, except that when present¬ 
ed in that manner, it’s really entertaining. Me and Aristotle are 
together on this whole “catharsis” thing. I think that you can go 
and enjoy this extremely violent entertainment and be sort of 
cleansed by it, and feel happy and cheerful afterward and not go 
out and become a mass murderer or an NRA member. 

So do you own a gun yourself? 

Oh, no. No. No real need for one. Though if I lived in the 
States...there are some places where you’d think twice about it. 
Of course, this may just be my exaggerated Canadian fear of 
America because the main perception one gets of America—liv¬ 
ing in Canada—is the local news stations from all of your border 
TV stations, so the only thing that happens in America is the 
Super Bowl and people shooting each other. 

What’s your favorite film of the year? 

As far as American movies go, I really enjoyed Casino. I’m a big 
Scorsese fan, and basically any three hours with Robert DeNiro 
and Joe Pesci as gangsters is okay with me. In a way, movies like 
that are sort of the anti-John Woo movies because they look at the 
real-world mob and its violence in a deglamorized sort of way. 
How about your favorite Hong Kong action movie? 

That would have to be The Killer. That has both the melodra¬ 
ma and the irony at once. John Woo would have to be my 
favorite director. 

Okay, now tell us a random fact about yourself. 

I’m well-known for my colorful shirts. It’s not a gimmick or 
anything. It’s what I wear even when I’m away from conventions. 
Those shirts have a functional secret, too—they have pockets, 
which is what you want to have to scoop up business cards or 
carry a notebook in. That’s another little secret of how to succeed 
in the gaming industry—always wear a shirt with pockets. 
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WildStorms 
available in an 

Unlimited Edition! 


The first edition of WildStorms flew 
off the shelues. Beginning in March, 
you can own all the cards, all the 
power, all the action of the hottest 
new collectible card game around. 
Features 9 new Fire From Heaven 


Enpansion Set 


Hatch for Fast Break: 
he Basketball Collectible 
lard Game. 

In Sale in May! 































In the first installment of our new Netrunner section , The Duelist offers readers a sneak peek at the latest 
Deckmaster ® game, due out in April. In this issue, Shadowfi$t M developer Rob Heinsoo takes you on a tour of 
the game. Then Wizards of the Coast game editor Jennifer Clarke Wilkes offers a glimpse at the 
collaborative efforts between Wizards of the Coast and R. Talsorian that produced the game's stunning mix 
of painted and computer-generated art. So welcome to the world of Netrunner, 
and feast your eyes on the new world that awaits you... 


HETRUHHER: HR OUERRIEUI 

etrunner concerns the high- 
rise culture of world-con¬ 
trolling multinational corpo¬ 
rations and the streets that 
make up the precarious neutral ground 
between them. Those who live outside 
corporate society must be tough, street- 
smart, and savvy with technology to sur¬ 
vive. A hallmark of these traits is a tough, 
punk attitude expressed through cyber¬ 
netic body enhancements. Being a cyborg 
is like having a desirable biological trait: 
those who can’t merge with the technolo¬ 
gy are at an evolutionary disadvantage. 

And no one’s closer to the technology 
than a netrunner, an elite data thief 
who burglarizes corporations through the 
medium of the Net, the virtual- 
reality environment of a worldwide 
computer network. 


In the game of Netrunner, the canny 
Runner and the vastly powerful 
Corporation vie for control of the world’s 
most precious resource: information. One 
player assumes the role of the Runner, 
who uses technological wizardry to expose 
the Corporation’s secret plans and steal 
the valuable data the Corp has gathered 
to carry them out. The other player takes 
on the challenge of the Corporation 
(Corp), struggling to advance secret agen¬ 
das before the Runner can break through 
its defenses. 

The basic, most versatile currency of the 
game is the “action.” The Runner player 
has four actions each turn and can use an 
action to take a “bit” [the game’s unit of 
wealth], draw a card, bring high-tech gear 
into play, perform certain special func¬ 
tions, or “make a run”—an attempt to 
infiltrate corporate territory in the Net in 
order to steal data. 


The Corp player must draw a card each 
turn (representing constant productive 
activity), and then has three actions. The 
Corps goal is to “advance agendas,” 
which is to process data to accomplish 
goals, but it must first build secure data 
forts within which to do so safely. The 
Corp can spend an action to gain a bit, 
put a counter on an agenda card to repre¬ 
sent the process of advancing it, lay down 
an ice (intrusion countermeasures) card, 
or draw a card. The Corp has many nasty 
traps it can spring on the Runner, and in 
the otherworldly reality of Netspace, a 
data fortress can have guardians that are as 
monstrous as anything out of high fantasy. 

A player wins a game by scoring 7 agenda 
points; in addition, the Runner loses if 
forced to discard more cards than are in 
his or her hand, while the Corp loses if 
it must drew a card when it has no 
cards to draw. 



netrunner From the Outside In 


1 like this game! 

This isn't a review. It's not even a proper 
overview. All I've played with were some 


a preview by Rob Heinsoo 


Innouations 

Until now, trading card games have fol¬ 
lowed Magic’s lead in simulating battles 



Ice-Black Ice-Sentry-AP-Zombie 
d Do 1 brain damage, 
d Do 1 brain damage. 

0 End the run. 

em^fvery time a runner encounters 
a Zombie again, she’s gotta be 

lyin' n> herself, "You usutl In 
hr smartur than Hus!" 

lllus. Pete Venters 


between peers. Whether they are portray¬ 
ing dueling wizards or mastermind con¬ 
spirators, to date players have created decks 
from the same pool of cards. I n a few 
cases, the simulation has mandated that 
players choose cards from only one side in 
a conflict (as in Dixie™ and Wing 
Commander™) i but they use essentially 
equivalent cards, the same rules, and close- 
to-identical victory conditions. There has¬ 
n’t been a term for this style of trading card 
game until now, because we haven’t needed 
one; I’ll coin one and call it “symmetrical.” 


color playtest cards. When Netrunner comes 
out, other people better qualified than I am 
will write an overview of the game mechan¬ 
ics. I'm here to share my initial impressions 
of the game, and to point out facets that 
other reviewers, more focused on describing 
game play, may not mention. 


"lREll, fERR, IT’S fl 
RICHARD BAREIEID BRIE 


O n several occasions when 1 ve 
pointed out good things about 
Netrunner or listened to oth¬ 
ers answer questions about the 
game, that’s been the response. Everyone 
nods their heads knowingly. You probably 
know what I mean already. If not, here’s the 
translation: this game is innovative, clever, 
and extremely well designed. 
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Netrunner is the first asymmetricdh&rt^- 
ing card game, a contest between a corpo¬ 
ration and a computer hacker. The Corp 
player and the Runner player use com¬ 
pletely different cards. They even play by 
different rules: the nil ebook separates text 
by using two colors of print. If you’ve 
played team sports, you’ll recognize the 
offense/defense drill. The Corp plays 
defense, setting up secure data forts and 
progressing inexorably towards victory— 
unless the Runner screws it up. The 
Runner plays offense, provoking most of 
the direct confrontation between the two 
sides. Such contests usually favor the 
defender, but Netrunner has been 
weighted to make up for any inherent 
advantage: it requires players to play both 
sides in a complete game, thus rebalanc¬ 
ing its asymmetry. 


actions each player is capable of perform¬ 
ing on his or her turn. The Corp plays 
first, drawing a card and then taking 
three actions. The Runner gets four 
actions each turn. In general, each player 
has to spend an action to draw a card, 
play a card, or draw a bit (Netrunner’s 
economic unit) to pay for later actions. 
The Runner can also spend an action to 
initiate a run against the Corp. 


give you the chance, lr the Runner aoesnt 
attack the Corps data forts, the Corp will 
roll to an easy victory. On the other 
hand, the Corp can’t directly mess with 
the Runner’s existence unless a badly 
screwed-up run gives the Runner a “tag,' 
exposing his or her resources to direct attack. 


I he players methods or achieving victory 
differ, but their victory conditions are 
identical: score 7 Agenda points. These 
come from Agenda cards built into the 
Corp player’s deck. The Corp gets points 
by protecting Agenda in data forts long 
enough to “advance” (score) them. 
Advancement costs bits, one per action, 
placed on the card. Usually, the more a 
particular Agenda is worth, the more bits 
and actions it takes to advance it—and the 
longer it is in danger from the Runner. 
The Runner scores points by stealing 
Agenda cards: making successful runs past 
the Corps security measures. Thanks to 
the game’s mechanics and the number of 
actions needed for advancement, the 
Runner almost always gets a turn between 
the time an Agenda has been installed and 
the time the Corp can score it. 


Are other game designers going to follow 
Garfield’s lead and design asymmetrical 
trading card games? Maybe. It’s a good 
idea. There are a number of designers 
who could create very interesting asym¬ 
metrical trading card games, with 
mechanics or dynamics completely differ¬ 
ent from those of Netrunner. But there 
are also quite a number who have had 
trouble designing balanced and fun sym¬ 
metrical systems. I doubt asymmetrical 
game design makes the path any easier. 


Making a run is the games key mechan¬ 
ic. I don’t want to go deeply into 
describing this, but I wanted to note 
something that may surprise new play¬ 
ers. With the exception of one or two 
last-ditch outs for the Runner, 
Netrunner does not let you play surprise 
cards during the opponent’s turn — 
though the Corp frequently “rezzes” 
(reveals) previously played cards when 
the Runner attempts an attack on its 
assets. As the Corp player, you know 
what is hidden facedown on your data 
forts; the Runner can only play new 
cards as actions before initiating the run. 
Once the Runner is committed to a tar¬ 
get, you can get a pretty good idea of 
whether or not the run will be successful 
by looking at the cards in play and the 
bits in players’ pools. Not coincidentally, 
the format also avoids most of the timing 
conflicts and rules imbroglios that dog 
other trading card games. 


Since game balance depends on the 
Runner having a good chance of stealing 
Agenda cards, strict rules govern the num¬ 
ber of Agenda points allowed in the 
Corps deck. The more Agenda the deck 
contains, the bigger it can be. Unlike 
some games’ formulas for deck design, the 
Agenda-to-deck-size ratio is straightfor¬ 
ward — as simple as making sure a poker 
deck contains 13 Hearts out of 52 cards. 


Unlike many other trading card games, 
Netrunner tightly limits the number of 


1 he phrase one-turn win shouldnt have 
any place in Netrunner. I imagine a phe¬ 
nomenally unlucky Corp player who 
neglected to protect data adequately might 
lose the game on the Runner’s first turn. 
But the Corp gets to play first, and the 
odds of the Runner lucking into this situa¬ 
tion would be quite low. No, let me modi¬ 
fy that: a daring Corp player who uses a 
small deck in order to quickly lay hands 
on Agenda runs the risk of handing every¬ 
thing to the Runner early. Well, if you 
want all the solid gold goodies, you natu¬ 
rally risk a cyberjack up the beanstalk. 


There don’t seem to be a huge number o 
possibilities for screwing up an oppo¬ 
nent’s plans unless he or she chooses to 
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Ease of Play 


j WotC’s experience with Magic seems to 
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have encouraged them to aim for a rule- 
book that’s airtight against the noxious 
fumes emitted by game-crocking rules 
lawyers. The Netrunner rules have been 
written and rewritten and edited 
and re-edited to be as precise as 
possible. If you read them careful¬ 
ly, you’re not going to have any 
trouble playing the game. But I 
suspect that the extremely precise 
language and use of terminology 
may boggle a few readers on their 
first pass. 


Even so, Netrunner is an excep¬ 
tionally easy game to learn. The 
menu of choices is so simple and 
obvious that beginning players 
should have little difficulty getting 
into the flow of the game quickly. 
You can learn in five minutes from 
a player who already understands 
the rules. Add the time it takes to 
play a game to pick up some of 
the nuances, and you’ll have the 
mechanics down pat. 


The Rewards of 
Skilled Programming 


Netrunner may have something 
in common with RoboRally™, 

Richard Garfield’s other programming- 
oriented game. I love RoboRally. But 
I’ve had some problems finding players, 
because most of my friends outside the 
gaming industry are right-brained types 
who have trouble telling their right from 
their left. I’ve noticed that certain people, 
notably computer programmers, think 
ahead so well in RoboRally that they 
leave nearly all competition inthe dust. 


My limited experience leads me to 
believe that Netrunner may have a simi¬ 
lar dynamic: a player who is significantly 
brighter, or who is better tuned in to the 
game’s economies, than his or her oppo¬ 
nent will have a big advantage. This may 
be most telling in deck design, which 
I’ve started calling “programming.” If 
you know your deck’s capabilities and 
have programmed it well, you’ll have a 
very good idea of how it should be per- 


Illustration by Anson Maddocks 
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forming after only a few turns. The 
opponent’s actions can obviously screw 
things up, but if that person isn’t quite 
up to your caliber of programming, 
you’ll probably be able to beat him or 
her soundly. 


Cgber, ¥es. 
Punk”Hot Reallg. 


When literary critics and their more 
entertaining kindred, the sci-fi critics, 
slashed into the cyberpunk genre, one of 
their chief complaints was that it was 
dehumanizing and didn’t 
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I believe that this is inherent in games 
that require a high degree of skill in deck 
design and card play: the fact is that a 
skilled deck designer with a grasp of tacti¬ 
cal play will often crush a player who is 
not as skilled. Conversely, games between 
equally matched opponents are almost 
always great fun (as in Shadowfist, the 
game I’m most involved with). It’s possi¬ 
ble that some players will have the same 
type of problems with Netrunner. Their 
somewhat-more-skilled buddies may toast 
them over and over again. Happily for 
the less skilled of us, there’s also an ele¬ 
ment of luck, and a Runner or Corp may 
be able to pull out wins that are com¬ 
pletely against the odds. And of course, 
you get a second chance with your other 
deck that was sidelined the game before... 






- 


For my money, these criti¬ 
cisms ignored the best prod¬ 
ucts of the cyberpunk shtick: 
work by Gibson, Sterling and 
Effinger. Sci-fi magazines, lit¬ 
erary journals, and rock ’n’ 
roll fanzines have also killed a 
lot of trees trying to figure 
out if the “punk” in cyber¬ 
punk makes any sense. 



I’ll avoid the debate except 
for one observation: the 
punk in Netrunner is only 
chrome-deep. If you’re a fan 
of R. Talsorian’s Cyberpunk 
2020 ' M , the licensed property 
for this entry in the 
Deckmaster® line, this may 
or may not be the card game 
you’re looking for. 


Netrunner takes the high 
electronic road where other cyberpunk 
games take the gritty low alley. I’m not 
convinced the world needs a trading card 
game about the street-level adventures of 
Rockerboys, Street Samurai, and Fixers. If 
you’re yearning for that product, keep on 
dreaming, because this isn’t it. 


I’m not familiar enough with Cyberpunk 
to say whether Netrunner captures the 
specific nuances of its vision. I suspect 
that the answer is “Yes.” Even if not, I cer¬ 
tainly find this simulation of netrunning 
to be cool and evocative enough that I’m 
not hungry for another card game version. 


IJiat’s CboL.. 


And yes, many Netrunner cards are 
cool. I won’t comment much on them 
because I know that many of the illus- 
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trations and flavor text pieces maf- 
change before final publication. 


As far as I can tell, in Netrunner the play 
is the thing. I doubt that serious players 
will be able to afford overly committing 
to one strategy over another—not with¬ 
out varying their approach to throw off 
the competition, anyway. Deck design 
seems to pivot on questions of utility, not 
gameworld context: that’s already built 
into the two deck types. In keeping with 
cyberpunk pragmatic utilitarianism, both 
players would be well advised to use 
whatever gets the job done. If it seems 
cool as well as effective, that’s a bonus. 


Intrigued by Netrunner? Look for the game 
to be in stores in April of this year. The dou¬ 
ble-deck starters, containing one sixty-card 
Corporation deck and one sixty-card Runner 
deck, retail for $18.95; fifteen-card boosters, 
containing a mix ofCorp and Runner cards, 
go for $2.95. 


Some of the card art rocks. Other pieces 
in the cards I’ve got don’t rock; they rot. 
Your opinion may hinge on your personal 
reaction to computer graphics. I love 
some of the game’s conventional art—it’s 
very good. On the other hand, only a few 
of the computer pieces strongly appealed 
to me. But I showed the cards to my girl¬ 
friend and she oohed and ahhed over most 
all the cards. Looks like a matter of taste. 


For more pre-release information about the 
game, check out the Netrunner section on 
the WotC World Wide Web page 
(h tip:/Iwww. wizards, com). 


Happily, the flavor text is definitely to my 
taste. Some of it is very funny. If you’re 
into coffee-dark humor, you’ll be reading 
many of these cards out loud to your 
opponents as you play them. Of course, if 
you have even the smallest touch of irony 
in your system, you're going to find it 
hard not to notice special poignancy in 
the flavor text of certain Corp cards, such 
as Corporate Downsizing: “ Rightsizing. ’ 
The word is ‘ rightsizing . 


The launch of Netrunner will be accompa¬ 
nied by an online contest. In conjunction with 
Sendai Publishing, Wizards of the Coast, Inc., 
is presenting “ Webrunner: The Hidden 
Agenda. ” Contestants will assume the role of a 
netrunner and will need to crack seven *code 
gates”; those who successfidly do so will qualify 
to win prizes, including a laptop computer 
with a Pentium processor, and 28.8K bps 
modems. The contest will begin in March 
and will run for four weeks on Sendai’s 
Nuke Web site (http://www.nuke.com). 


I’ve been wondering if a trading card game 
would appear that reminded me of chess, 
with its requirement of skillful forethought 
and strategy 7 . My initial impression is that 
Netrunner is that game. Its tightly restrict¬ 
ed actions and its high degree of advance 
planning point to a highly structured game 
that may play somewhat like two comput¬ 
er programs running against each other. 
The duel feels more cerebral and 


imper¬ 
sonal than the multiple deaths, life-point 
damage, and smoking combat that charac¬ 
terize most other games. 


Netrunner doesn't rely on visceral per¬ 
sonal identification with one’s cards. 
“Visceral personal identification” is a lot 
of syllables referring to most players’ 
emotional 


The Duelists Convocation wont be neglect¬ 
ing the game, either: Netrunner tournament 
rules are in the works, and plans are being 
made for DC-sanctioned Netrunner events 
later this year. The team is eager to release 
extensive support materials for the game, 
including a players guide and a regular sec¬ 
tion in The Duelist. Best of all, a 
Netrunner expansion is also in the ivorks; 
look in upcoming issues 0 /The Duelist for 
more details! 


Un the other hand, ir youve pitted the 
same decks against each other a few times 
and keep coming up empty, you can go 
back to the programming pool to try out 
new ideas on that opponent who has 
been outdesigning and outplaying you. 
That’s an option chess won’t give you, 
which is why I no longer play chess but 
expect to enjoy Netrunner. If you and 
your friends enjoy staying up until 3 A.M. 
yelling “One more game!” after yet 
another close duel, this should be a wel¬ 
come addition to your table. 


ement in a game. 
Trading card games, like RPGs, often 
function as personality tests. When 
Magic appeared, my girlfriend wouldn’t . 
play anything but black, and chortled dis 
turbingly every time she threw down 
another Terror. I know On The Edge 1 1 
fans who play nothing but Kergillians, 
and Shadowfist players who gravitated 
to the Guiding Hand and the Dragons 
the moment they 


game 


Will players develop a special affinity for 
Black Ops Corp decks or samurai-style 
Runner decks? I dunno, but I’d be sur¬ 
prised if Netrunner inspired such faction¬ 
al totemism. I suspect that some players 
will develop emotional ties to some of 
these tropes, but not many. Emotional 
identification with the tools isn’t the 
point, particularly since you are strongly 
encouraged to play well-balanced decks 
that can cope with the full range of possi¬ 
bilities. Biasing your deck too far towards 
one type of card doesn’t seem wise. 
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by Jennifer Clarke Wilkes 


W ith Netrunner, the 
state of the art of 
Deckmaster® games 
has advanced consider¬ 
ably. Derived from 

the Cyberpunk 2020 1M world created by R. 
Talsorian, the dark and futuristic subject mat¬ 
ter of this new trading card game called for a 
style far different from that of either Magic or 
V: TES, and the setting demanded a unique 
graphic presentation. The card borders feature 
hardware backgrounds, colorful software keys, 
and computer-based icons. Within these bor¬ 
ders, and pushing beyond them, is the exciting 
artwork that captures the high-tech, hard- 
edged feel of the cyberpunk genre. 


cent of a Hitchcock film than your average 
Stephen King piece. There should be sub¬ 
tleties in the arts content, rather than the 
truth screaming in your face all the time.” 


As with Magic card art, “the artists were 
free to interpret the requirements for the 
illustration as they wished. Sometimes they 
would turn in pieces that didn’t meet the 
requirements, but that worked well enough 
in general that we either moved the art or 
changed the card,” Tom adds. “R. Tal could 
also reject art that was clearly based on the 
RPG if it inaccurately represented that 
game—and they did reject a few pieces for 
these reasons.” 


To achieve this vision, the two companies 
jointly commissioned the artwork for the 
game. On Wizards of the Coasts side, Tom 
was involved a great deal with the art 
directors to communicate illustration needs 
and describe the game world to the artists. 
So carefully was the look of the game 
coordinated with that world that Tom’s role 
took on an element of art direction. “It 
became clear I would need to take a more 
active role in the flow of information, and 
this eventually led to my assigning some of 
the art and to approving (or rejecting) the 
art that came in.” 


Still, Ackerman recognized the need for 
some compromise. While R. Tals internal 
art guidelines for the RPG are very strict, he 
understood that this project would be intro¬ 
ducing new artists as well as new players to 
the genre, and was therefore willing to be 
more open about artistic interpretation. 
Ackerman realized that, despite the diver¬ 
gence of some art from the boundaries 
established by R. Tal, exciting imagery 
would do a lot to attract new consumers 
who were not immersed in the cyberpunk 
setting. “We’re pretty jaded: we’ve been in 
the cyberpunk industry a long time.... If 
were getting that ‘Cool!’ response from the 
art, that’s what we want.” 


Looking out for the Cyberpunk 2020 end of 
things was David Ackerman, the art director 
for Netrunner at R. Talsorian Games. He 
worked closely with Maria Cabardo (senior 
art director at WotC) and Tom Wylie, then 
later with Maria’s successor on the project, 
Craig Cooper. The particular requirements 
of computer-generated art necessitated 
building up a stable of artists able to tackle 
those demands successfully; while there 
were some problems at first, “in general the 
process has moved quite smoothly...! 
found the WotC team to be very helpful 


Some of the game’s most striking pieces 
depict the virtual-reality icons of Netspace. 
In the Cyberpunk setting, computer pro¬ 
grams are rendered as three-dimensional 
images, giving this electronic environment 
the illusion of solidity. Ice (the Corporations 
counter-intrusion software) typically has a 
frightening appearance, while the Runner’s 
icebreaking programs often have mythologi¬ 
cal or literary features. 


The look and feel of Netrunner was dictat¬ 
ed partly by R. Talsorian’s treatment of the 
Cyberpunk 2000 roleplaying game over the 
years, and partly by the inspiration of the 
Netrunner design team at Wizards of the 
Coast. As Netrunner developer Tom Wylie 
described the two visions: “R. Tals general 
direction was that the world be harsh, gritty, 
metallic, etc. It is not a nice place, and the 
art should reflect this. [Wizards of the 
Coasts] R&D wanted to take more of a film 
noir approach to the setting.. .more reminis- 


At least half, probably more, of the art for 
the game is computer generated. R. 
Talsorian’s art specifications called for fea¬ 
tures of Netspace, such as Corp icons and 
various types of programs, to be so ren¬ 
dered. Several of the cards were based 
directly on elements of the RPG; in those 
cases, the illustration was dictated narrowly. 
In general, however, the artists were allowed 
a fair amount of latitude. 


or the more mystical images or 
pace is Mark Poole’s illustration for 
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Given only the cards title, Mark conceived 
of a “sort of Oriental” figure. He used KPT 
Bryce IM (illustration software) in combina¬ 
tion with Adobe Photoshop® and Poser®, 
which models human anatomy. 

Mark’s intent was to create a humanoid 
image, “not a hundred percent human but 
computer-rendered,” that clearly inhabited 
Netspace. He posed the figure in the lotus 
position to emphasize the Eastern theme. 
To enhance the mysticism of the piece, 
Mark added runic forms conjured by the 
program that symbolize computer data. 



Probably the best-known piece of 
Netrunner art is Microtech ’Trade Set by 
Randy Gallegos. Featured in advance adver¬ 
tising for the game, this art successfully 
evokes its moody high-tech setting. 

When Randy was given the assignment, he 
made a point of not just illustrating the 
item of equipment by itself. “I’ve always 
really disliked that style of painting. I 
thought I’d show someone actually wearing 
the set.” Wanting to capture the proper 
atmosphere of a runner making an all-night 
trip through Netspace, he decided to focus 
on the face. “I wanted to get a good feeling 
of that entranced look,” Randy explains. 

The model for the painting was Randy’s 
longtime friend, Chris, who had intro¬ 
duced him to the Internet eight years earli¬ 
er and continues to be his link to the 
world of computers. Randy photographed 
Chris in the studio, then added the eerie 
glow from the computer screen, as well as 
the various cables and the distinctive logo 
on the headset. 


Illustrations by Mark Poole, Randy Gallegos, 
Douglas Shuler, and Pete Venters 



Another distinctive personality is the 
Playful AI, who is quirky and unpre¬ 
dictable, but potentially helpful to the 
Runner. Artist Pete Venters was intrigued 
by the card idea: “The art description sim¬ 
ply stated that the Artificial Intelligence 
would delay you to play games with it.” 
But his initial attempts at finding a suit¬ 
able model were frustrated. 


Then one day, while chatting with Pete 
about Netrunner, Richard Garfield men¬ 
tioned that Playful AI was one of his 
favorite cards. Inspired, Pete secretly sought 
out photographs of Richard, and finally set¬ 
tled on a series of shots done for WotC a 
few months earlier. He tweaked a promising 
image using Adobe Photoshop, adjusting 
the facial contours and lighting to produce 
the mischievous smile he wanted. The back¬ 
ground was a series of circuits manipulated 
to produce odd patterns, so that the face 
seems projected from the center. 


MlCROTECH ‘Trode Set illustration by Randy Gallegos 


WE’VE EOT...PERSOHRLITY 


The art also captures the diverse and bizarre 
personalities of the Netrunner world. Some 
characters are ruthless Corp sysops, dedicat¬ 
ed to hunting down the rogue ’runners; oth¬ 
ers are the Netspace hackers and cowboys 
trying to expose the Corps activities, for 
personal motives ranging from idealism to 
quick profit. Then there are the AIs, some 
administrative and some rogue, whose 
hard to fathom. 


nature 


Omni Kismet, Ph.D., is a Corp sysop 
who can rearrange ice nearly sponta¬ 
neously to confound the Runner. The 
name is an anagram of Mike 
Pondsmith, the president of R. 
Talsorian Games. Lisa Pondsmith 
(Mike’s wife) provided a photograph 
of Mike, which artist Doug Shuler 
used as the basis of the painting. 


For Doug, the most important 
requirement was that the picture look 
like Mike. Because the name included the 
title “Ph.D.,” Doug decided to surround 
the character with computer equipment, 
but painted this very simply so as not to 
distract attention from the face: “I wanted 
him to be the focus.” 


PLAYFUL AI illustration by Pete Venters 


away tram the omce. When he returned, 

“I handed him an envelope with ‘Playful 
AI’ written on it and told him I thought 
he’d be interested to see it.... When he 
opened it and saw what the final image 
was, you should have seen his eyes bug! He 
laughed a lot! He still has the copy pinned 
up by his desk.” 


Jennifer Clarke Wilkes is the Goblin Editor 
for Wizards of the Coast. 


Omni KlSMET, PH.D. illustration by Douglas Shuler 
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Background by Mark Tedin 
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“FORTY OF THEM, THREE OF US- LOOKS 
EIRE THE ODDS ARE ABOUT EVEN." 


r#8V SHflDOWFIST 
^gte,. Roleplaying 

FENG SHUI is a blazing new roleplaying game of 
rocket-paced action and adventure. You play the 
heroes in a titanic struggle in which the fate of 
humankind depends on your exotic fu powers, your 
forgotten magics, your pirated supertech, or your 
plain old-fashioned trigger finger. FENG SHUI is 
,300+ pages of glorious things-blowing-up-full- 
t color. Look for it in April. 


HASH 

POINT 


The new expansion for 
SHADOWFIST is on the way! 
Burning slyscrapers, exploding 
rainforest temples, house-to- 
house warfare and the 
Doomsday Device—the 
secret war just got a | 

little more public! 


It’s all-out war 
between the Dragons 
and the Architects, 
with a little help 
from their 
“friends.” More 
than 100 cards 
bring explosive 
action to your 
decks. Get the 
point? Coming 
this Spring... J 


Art © 1995 John Matson 




The first in name card singles brings 
a world of Magic” to jour doorstep. 

(319)338-0086 
Fax(319) 338-1663 


IGUANAS 


WE CARRY 


All out-of-print Magic™: Alpha, Beta, Unlimited™, 
Revised, Fourth Edition, Arabian Nights®, 
Antiquities, The Dark, Legends, Ice Age™, 
Fallen Empires™, and Homelands™. 


The #1 source for K09 

singles, packs, and boxes, including all the hard-to-find 
character cards. 


We also carry singles for Star Trek , 
Alternate Universe ™, OverPower ™, Wildstorms 
and many more. Call today for all your 
single card needs. 


® LEGENDS VALUE ASSORTMENT 

All cards in this incredible assortment are the original ones 
from the phenomenally successful Legends™ expansion set. 
Each randomly picked assortment contains one rare, four 
uncommons, and fifteen commons, all from Legends. Plus, 
through April 11th, every twentieth set ordered will include 
one FREE Legends booster pack. 

— Only $24.95, shipping included 

© MASTER MAGE COLOR ASSORTMENT 

Receive three rares, ten artifacts, five uncommons, and fifty 
commons of the Magic color of your choice from a mix of 
expansions, such as Legends, Antiquities®, The Dark™, 
Revised™, Fourth Edition™, and many more. Act before 
March 30,1996, and receive one FREE out-of-print Revised 
booster pack. 

— Only $24.95, shipping included 

© STAR WARS” POWER ASSORTMENT 

An incredible assortment designed to expand or start your 
expedition into the Star Wars CCG universe. Includes five 
rares, fifteen uncommons, and over fifty commons. Plus, if you 
act before April 30th, 1996, we will include two FREE booster 
packs of Star Wars Limited Edition. 

— Only $24.95, shipping included 


Call Iguana's last for all your box collectable 
card game needs. We will try to beat any 
legitimate advertised price. 

Our Magic card catalog is the standard used 
worldwide. Write today for your free catalog and join 
over 15,000 collectors and retailers who use and trust 
Iguana's as the industry leader. 


Pre-order all upcoming collectable card games from 
Iguana's and save up to 25% off retail! 

Call for best prices now on these great games. 



Call today to get in on these tremendous 



assortments—they will sell out! 







■•'"-vm.A'S C0/VUC 

. Linn St., #1-A 
a City, IA 52245 
319) 338-0086 

monaay-Saturday 11-6 CST 
Sunday 1-4 CST 



> We accept Visa, MasterCard, Discover, 
checks, and money orders. 

> Most orders are shipped same day. 

> We ship anywhere in the world. 

> We buy complete collections and 
out-of-print cards and boxes. 

> No cancellations accepted on pre-orders. 


Visit our 1,500-square-foot megastore just 
MINUTES OFF 1-80. 



® denotes a registered trademark and ™ denotes a trademark. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
Wizards of the Coast and Magic:The Gathering are registered trademarks. Arabian Nights, Antiquities, Legends, The Dark. Fallen Empires, fee Age. and Homelands are trademarks of Wizards of the Coast, Inc. 



























The Cthulhu CollectaMe Card r - 

Available March i W 



«|f 


A collectable 
cardgame of authentic 
Lovecraftian horror, 
drawing upon the full 
depth of a century of 
literary background. 


Look for these booster packs: 
Expeditions of Miskatonic University 
Legends of. the Necronomicon 
Cthulhu Rising 


Ancient Tonies - Great Old Ones - Debilitating Insanity - Horrors from Beyond Space 
and Time - Allies from the Past ■ Eldritch Artifacts ■ Crippling Phobias - Arcane Spells 
Outer Gods - Mysterious Locations - Doomed Adventures Against Incredible Odds 
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Antiquated Wall of Shadows Edition 


compiled by Marc “Sparky” Schmalz 
with contributions by Eric Gum, 
^ Rich Redman, JD Wiker, 

^ Tom Wylie 


A: The purpose of the Type II 


environment is to provide the most 
expansive play environment that is fair for both veteran and 
new players. Accordingly, competitors should be able to construct 
a deck with cards from any card set that is readily available. 
Since Chronicles is a new rotating series and not a normal 
expansion, The Duelists Convocation has decided to modify the 
basic design of Type II. Beginning November 1, 1995, the Type 
II tournament format was modified to permit players to build 
decks using cards from all currently available limited-edition 
expansions and stand-alone expansions. Quoting from the latest 
Type II rules: '‘Type II tournament decks may be constructed 
from Magic: The Gathering cards from the most current edition 
of the basic set, any current extensions of the basic set, and 
all limited-edition Magic expansions which are currently 
available. ” This, of course, includes cards from Chronicles, 
which is an extension of the basic set. 


1) Q: What motivated you to reprint cards from previous 
expansions to create Chronicles™? 

A: Magic: The Gathering® has seen a great explosion in popular¬ 
ity, so there are a lot of newer players who don’t have access to 
some of the out-of-print cards that enrich the game. For this 
reason, we decided to create a set that reprinted some of those 
cards. Having many options in deck-building is a large part of 
what makes Magic enjoyable, and we believe that, with 
Chronicles, we are expanding the play possibilities. Many players, 
however, have raised some important issues concerning collectabili¬ 
ty with Chronicles and nothing further will happen with the set 
until those issues have been addressed. 


2) Q: How did you choose which cards would be in the set? 

A: First, we limited Chronicles to cards from Arabian 
Nights™, Antiquities™, Legends™, andThe Dark™. None of 
the out-of-print cards from Unlimited™ were considered, and 
Fallen Empires™ was too recent a release too include. Then we 
looked for cards that are powerful and useful, but not overly 
powerful (Blood Moon and City of Brass are good examples). We 
also looked for cards that are especially fun to play with or are 
popular with players, even though they might not be the most 
useful cards in top-level tournament play (the Elder 
Dragon Legends are examples of this). In general, we j 

avoided exceptionally complicated cards or cards ^ 
that required a lot of bookkeeping. After consider- §S 

ing all of these factors, we created the list of cards l fmSBn 


4) Q: Why did you reprint so many “Summon Legend” cards 
when you’re only allowed one in any tournament deck? 

A: Again, changes have been made to Type I and II tournament 
systems, this time to allow more than one legend and legendary 
land card in a deck, starting November 1, 1995. Players should 
note that even though they may have up to four summon legend or 
legendary land cards of the same name in their decks, only one 
— x summon legend or legendary land card of the same 

} \ name may be in play at one time, as per the 

\ original Legends rule. 


5) Q: Why did you reprint all the Urza’s 
land cards instead of just one of each 
piece of art? 

A: The Urza’s land cards were each planned as a 
Common 4 card, meaning that, on a sheet of 
121 common cards, four of them would be an 


3) Q: What effect does Chronicles have on the 
Duelists’ Convocation’s sanctioned Type II 
tournaments? 


m .1^ 
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UGsird illustrations by IbmWanerstrand, 


Mark Tedin, and Daniel Gelon 


Spot illustration by Doug Keith 


you use a card such as Clone to make a duplicate ofStangg or 
Stangg Twin, you get a “Summon Legend” card with the same 
name of one already in play. That’s why, in those instances, the 
copy would be sent to the graveyard. 


2) Q: I find Recall confusing. How do I play it? 

A: Recall costs XX i to cast, and the text says, “Choose and dis¬ 
card X cards from your hand to take X target cards from your 
graveyard and put them into your hand. ” X is the number of cards 
you want to get from the graveyard, and since X is in the casting 
cost twice, you must pay two mana of any color for each card you 
want to discard and replace. This means that in order to cast 
Recall to get two cards from your graveyard, you must pay twice the 
number of cards you wish to remove plus I, for a total of 4 i. 


3) Q: Does my opponent have to tell me which cards she is 
going to get from her graveyard when she uses Recall? 

A: Yes. The spell states that the player is taking target cards from 
the graveyard, and all targets must be announced when the cost 
of a spell is paid. 


4) Q: Do City in a Bottle and Golgothian Sylex affect 
Chronicles cards from the Antiquities and Arabian Nights 
expansions? 

A: Yes. Both City in a Bottle and Golgothian Sylex read that all 
cards from a particular expansion must be discarded. Since ref 
erences to cards from an expansion refer to all cards with the /L 
appropriate expansion symbol, this includes any Chronicles * m 
cards with that expansion symbol. 


Urza’s land card. We had the choice ofputting one piece of art in 
four times or printing all the variations of the card. We thought 
players and collectors would appreciate the variety more than 
getting the same piece of art over and over. 


6) Q: In Chronicles, Wall of Shadows has the Antiquities 
expansion symbol, but wasn’t it from Legends? 

A: Yes. Wall of Shadows was mistakenly printed with the 
Antiquities expansion symbol (**) instead of the Legends expan¬ 
sion symbol (¥). It should be read as having the Legends symbol. 


7 ) Q: Why did you reprint Jeweled Bird, an ante card, when 
all ante cards are banned from tournament play? 

A: First, ante is part of the Sealed-Deck official tournament rules, 
so Jeweled Bird is useful in that tournament format. Also, some 
people like to play for ante outside of the Duelists’ Convocation 
tournament structure, and we want to support that aspect of the 
game for those players. 


8) Q: Where can I get a frill Chronicles card listing? 

A: We printed the complete Chronicles card list in Duelist #6, 
and it is also part of the complete Magic card list accompanying 
Duelist #8. In addition, you can get a Chronicles card list from 
our World Wide Web pages. The URL for the checklist is: 
http://www.wizards.com/Magic/Chronicles/Chronicles_list.html 
You can also send a self-addressed, stamped envelope with a 
request for the list to: 

Wizards of the Coast 
Attn: Card List Requests 
P.O. Box 707 
Renton, WA 98057-0707 


9) Q: Where do I get the Rabid Wombat sound bite? 

A: The Rabid Wombat sound bite is located on America Online in 
the GCS File Library under GCS Publications. Other requests for 
the sound file should be sent to sparky@wizards.com, and should 
include a specification for either a Macintosh sound file or a DOS 
.wav file. All replies will contain uuencodedfiles. 


Rules Q&A 


1) Q: Since Stangg is a “Summon Legend” card and the rules 
say that copies of summon legend cards are sent to the grave¬ 
yard, why can I produce a copy of Stangg using its ability? 

A: The name of the token creature you produce with Stangg’s abil¬ 
ity is actually Stangg Twin. Because the token and the card don’t 
share the same name, the Stangg Twin is not a “copy” ofStangg, 
and there is no conflict in having both in play. However, when 


5) Q: Enchantment Alteration switches a target 
enchantment from one creature or land to anoth¬ 
er. It also says to treat the altered enchantment 
“as though it were just cast on the new target.” 
Does this mean that I can get life by powering 
my Crystal Rod if I move a blue enchant¬ 
ment, or that I get to draw a card because 
of my Verduran Enchantress? 

A: No. If an effect says to treat a card as if it 
were just cast, that card starts over with a 
clean slate. All counters are removed, the 
effects of interrupts and other spells 
are erased, etc. Anything the card 
does when it enters play happens 
again, but effects that are trig¬ 
gered by the successful casting of 
the spell, or external effects that 
are triggered by the permanent 
entering play, do not trigger. 














In the same way, if a Krovikan Fetish is moved to another creature 
by Enchantment Alteration or Crown of the Ages, the Fetish’s 
controller will get to draw a card during his or her next upkeep, 
but effects such as Verduran Enchantress and Throne of Bone 
will not trigger. 


Fourth Edition™ rules, page 41 of the Ice Age™ rules, and both 
pages B-41 and B-78 of The Pocket Players’ Guide for Magic: 
The Gathering—Fourth Edition®. In brief when defense is 
chosen, an attacking creature with “Rampage: X”gets +XJ+X 
until the end of the turn for each creature beyond the first assigned 
to block it. The X varies but is defined on the rampaging creatures 
card. Rampage, like trample, has no effect unless the creature 
attacks. So since the Craw Giant has a rampage of 2, it would 
gain +21+2 for every creature beyond the first which blocks it. If 
two creatures block the Craw Giant, it would gain +21+2 until 
the end of the turn, and if three creatures blocked it, it would 
gain +41+4. 


6) Q: Enchantment Alteration states that “the controller 
of the [moved] enchantment does not change.” What does 
this mean? 

A: The original controller of an enchantment is the person who 
cast it. So if you use Enchantment Alteration to move your oppo¬ 
nent’s enchantment from one of her creatures to one of yours, you 
do not gain control of the enchantment. For example, it’s perfectly 
legal to cast Firebreathing (Target 
creature Firebreathing enchants gets 

that the controller activate it after it 
has resolved. Therefore, if you use 
Enchantment Alteration to move your 

move Giant Strength instead, your 

creature gains the +21+2, even though 

the enchantment is still controlled by your opponent. 


10) Q: If I cast Weakness on 
Rabid Wombat, what happens? 

A: You need to simultaneously apply 
both the penalty from Weakness and 
the Rabid Wombat’s bonus for having 
an enchantment on it; Weakness 
makes it -21-1 and the Wombat’s 
ability adds +21+2, so the net change 
would be +0/+1. 


C.f m f 1* I jr A 11) Q: How does Takklemaggot 

Jk 1 1 work? 

I 7l: Takklemaggot is pretty straightfor- 

mW I ward until it starts moving. If the 

I creature which Takklemaggot 

^ enchants is placed in the graveyard 

f or an y reason, Takklemaggot doesn’t 
leave play like most enchantments. 
Instead, the controller of the enchant¬ 
ed creature gets to pick a new target 
for the enchantment. This creature can be any valid target crea¬ 
ture in play, both that player’s own creature or an opponent’s crea¬ 
ture. Takklemaggot’s controller doesn’t change during this. If 
Takklemaggot is destroyed or if the creature which Takklemaggot 
enchants is removed from play without going to the 
graveyard, Takklemaggot’s moving effect isn’t triggered, and the 
enchantment is put into the graveyard. 


7) Q: If The Fallen damages my opponent and then goes 
to the graveyard, does it continue to deal 1 damage from 
the graveyard? 

A: No. Once The Fallen is removed from play, it ceases to produce 
this effect, since no cards produce effects from the graveyard. 


8) Q: With Book of Rass, I can pay 2 life to draw a card. Is it 
possible to go below 0 life points? 

A: Yes. Its possible to go below 0 life points by damage, but you 
cannot lose or spend more life than you have; therefore, you could 
not use Book of Rass to go below 0 life. 


Things get more tricky if there are no valid target creatures onto 
which you can move Takklemaggot. When this happens, 
Takklemaggot becomes a global enchantment, targeting the 
player who controlled the last creature enchanted by 
Takklemaggot. This new incarnation of Takklemaggot deals 1 
damage to that player during every upkeep. Takklemaggot never 
reverts to being an enchant creature card after this change. 


9) Q: The Craw Giant has “rampage: 2.” What does that mean? 

A: You can find the description of Rampage on page 39 of the 


Background by Amy Wclwrh 


l±£ard illustrations by Kaja Fogh 


Spot illustration by Doug Keith 


and Daniel Gelon 
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Magic: The Gathering 


Koskun-Falls-in-a-Barrel Edition 


FREQUENTLY 
ASKED 
QUESTIONS 


compiled by Charlie Catino, 
Christopher Ferris, 
and Marc “Sparky” Schmalz 
with assistance from 
Adam Conus, Eric Gum, 
Rich Redman, JD Wiker, 
and Tom Wylie 


1) Q: Who designed Homelands ™? 

A: Kyle Namvar and Scott “Scooter” Hungerford are the creators. 
Full credits were published on p. 13 of Duelist #7. 

2) Q: What is the Homelands expansion symbol supposed 
to be? 

A: It’s a globe representing the world ofUlgrotha, the setting for 
Homelands. 

3) Q: Does Didgeridoo let me bring an Anaba Bodyguard 
into play? 

A: No. Didgeridoo states that it will let you bring minotaurs into 
play. Anaba Bodyguard is a “Summon Bodyguard” card, not a 
“Summon Minotaur” card. 

4) Q: Can Abbey Matron use its ability to give other crea¬ 
tures a +0/+3 bonus? 

A: No. That ability only works on the Abbey Matron since the 
description of the ability doesn't mention a target. 

5) Q: An-Zerrin Ruins affects creatures of 
a certain type. What is a valid creature 
type for An-Zerrin Ruins? 

A: Anything following the word “Summon” on 
the card type is a valid type. Choosing “Rat” 
would affect Bog Rats, Pestilence Rats, and 
Plague Rats since they are all “Summon Rat” 
cards. Choosing “Spirit, ” on the other hand, is 
not enough to affect Blinking Spirit since it is a 
“Summon Blinking Spirit” card and not a 
“Summon Spirit” card. Plurals of a creature 
type are also affected, so if you choose “Goblin, ” 
neither “Summon Goblin” nor “Summon 
Goblins” cards would untap. Currently, the only 
exception to this general rule is that choosing 
“Legend” would affect both “Summon Legend” 


and “Summon Elder Dragon Legend” cards because “Summon 
Elder Dragon Legends” cards, through errata, are now referred to 
as “Summon Legend” cards. You cant use other descriptive words 
with An-Zerrin Ruins—for example, colors of cards, special abili¬ 
ties, “artifact, ” and “land ”— because these aren't summon types. 

6) Q: Who controls the Shadow token created by Broken 
Visage? 

A: Regardless of who controlled the target creature that was buried, 
the player casting Broken Visage controls the Shadow token. 

7) Q: Chain Stasis taps or untaps a target creature, and 
the controller of that creature can pay 2 4 to tap or 
untap an additional creature. After Chain Stasis has been 
cast, can I use Ley Druid to help generate the mana I 
need to untap additional creatures with Chain Stasis? 

A: No. Chain Stasis will allow you to use interrupts that directly 
generate mana, and that's all. This includes tapping cards to 
produce mana and casting Dark Ritual, but does not include 
untapping land. Since the Ley Druid doesn't directly produce 
mana, you cannot use its ability to generate 
mana for Chain Stasis. 

8) Q: How much mana does it cost me to 
Spell Blast my opponent’s Holy Strength 
when I have Irini Sengir (white enchant¬ 
ments and green enchantments each cost 
an additional 2 to cast) in play? 

A: Irini Sengir (like Gloom) imposes an addi¬ 
tional cost to the caster of spells without chang¬ 
ing the actual casting cost on the card. This 
means that, despite the caster having to pay an 
additional 2 it would still only cost 1 4 to 
Spell Blast the Holy Strength, as the casting 
cost of Holy Strength is still just # (not 2 #). 











9) Q: If my opponent and I both have Sengir Autocrats in 
play, when one of them leaves play, whose Serf tokens 

are buried? 

A: Any time any Sengir Autocrat leaves play, bury all Serf 
tokens, no matter who controls them or whose Sengir Autocrat 
produced them. Likewise, when Drudge Spell leaves play, all 
Skeleton tokens are buried. 

10) Q: If my opponent attacks with her Grizzly Bears, and 
I play Shrink (-5/-0 until end of turn) on it, are her 
Grizzly Bears 0/2 or -3/2? If later in the turn my opponent 
plays Giant Growth on the Bears, what is the creature’s 
power and toughness? 

A: The creature is -3/2, but any time a creature has a negative 
power, you simply treat it as 0 for all purposes except modifying its 
power. If Grizzly Bears has Giant Growth ( +3/+3 until end of 
turn) cast on it later, it would be 0/5. 

11) Q: I tap my Aysen Bureaucrats to tap my opponent’s 
Dragon Whelp. My opponent responds to this fast effect 
by pumping up the Dragon Whelp’s power to greater than 
2. Does the Dragon Whelp become tapped? 

A: No. Remember, fast effects resolve “last in, first out, ” and the 
target of the effect must be a legal target, both when the effect is 
declared and when it resolves. If a spell or card is not a legal target 
when the effect is declared, the effect cannot target it. If it is an 
illegal target when the effect resolves, the effect simply fizzles with 
regard to that target. 


on a spell that is countered, you cant get the life back even though 
the effect fizzles. If you respond to Boomerang by spending another 
4 life to bury AEther Storm, your last destruction effect will resolve 
before Boomerang, but you will have spent a total of 8 life. 

14) Q: For Giant Albatross, when do I pay the cost to bury 
creatures that damaged it? 

A: The effect of Giant Albatross is a triggered effect. The last sen¬ 
tence on the card explains that the only time you can use the effect 
is when Giant Albatross is “put into the graveyard from play. ” 
Going to the graveyard triggers the ability, and you must pay the 
1 i then, or you cannot use the ability. 

15) Q: If my opponent controls one of the Homelands 
“multilands” such as An-Hawa Township and I control a 
Fellwar Stone, what colors of mana can the Fellwar Stone 
produce? 

A: Your Fellwar Stone is capable of producing all the types of 
mana that your opponent’s multiland can produce, including col¬ 
orless mana. 

16) Q: I control An-Hawa Township while Mana Flare is 
in play. If I spend two colorless mana and tap the land to 
make one point of red mana, will Mana Flare force it to 
produce a second point of red mana? 

A: Yes. If a land is producing mana, Mana Flare causes one more 
of the appropriate color to be added, no matter the activation cost 
or whether the land could produce other types; Mana Flare just 
duplicates the type produced. 



12) Q: If I target a green creature with Terror and my 
opponent responds by using the ability of the Willow 
Priestess ( 2 Target green creature gains protection from 
black until end of turn), will the Terror work? 

A: No. Again, spells fizzle if they do not have a valid target when 
they’re declared and when they resolve. In this case, when Terror 
resolves, it’s targeting a creature with protection 
from black. Since creatures with protection from 
black cannot be targeted by black spells, Terror 
fizzles. 


17) Q: With Retribution, when does my opponent have 
to choose which creature is destroyed and which gets a 
-1/-1 counter? 

A: All choices concerning a spell’s targets are made when the spell 
is played, even if the opponent is choosing the targets; therefore, 

when you play Retribution, you choose the two 
targets and your opponent chooses which one 
will be destroyed and which one will get a -H- 
1 counter. 


13) Q: My opponent has ./Ether Storm in 
play, and I want to cast a summon spell, so 
I say I’m going to pay 4 life to bury ./Ether 
Storm. My opponent responds to this by 
using Boomerang to return ./Ether Storm to 
her hand. When the effects resolve “last in, 
first out,” the ./Ether Storm returns to my 
opponent’s hand before my effect can 
destroy it. Do I still lose the life? 

A: Unfortunately for you, yes. Paying 4 life to 
bury Ait her Storm is a cost that was paid as soon 
as you declared the effect. Just like mana spent 


18) Q: If I enchant Autumn Willow with 
Instill Energy, will the enchantment disap¬ 
pear at the end of the turn since the card 
cannot be the target of spells or effects 
unless I spend *£? 

A: Once Instill Energy has resolved, it is a per¬ 
manent (a creature enchantment) and is there¬ 
fore unaffected by Autumn Willow’s ability. 
When Instill Energy is cast, though, before it 
resolves, it is still considered a spell, and 
Autumn Willow’s controller must spend # in 
order for Autumn Willow to be a legal target. 
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B locking has its origins in 
the earliest days of Magic, 
long before the original 
Magic: The Gathering® 
was published. The idea that 
something could be unblockable followed 
soon thereafter, leading to the development 
of the spell Fear and abilities like flying 
and landwalk. None of these, though, 
provided an ironclad means of attacking 
unblocked. Fliers could be blocked by other 
fliers, landwalkers needed your opponent 
to be polite enough to play the requisite 
land type, and even Fear couldn't keep a 
creature from being blocked if the blockers 
were black or artifact creatures. Very late 
in the development phase, Richard intro¬ 
duced a creature that provided absolute 
unblockability: Dwarven Warriors. 

Even though Dwarven Warriors was 
never playtested, it turned out to be a 
very intriguing card. Originally called 
Dwarven Miners, the card had just 
one simple function: to make creatures 
unblockable. The Miners quickly became 
Warriors after the artist, Douglas Shuler, 
submitted some pretty well-armored Miners, 
but the card's function remained the same. 
And the card only made little creatures 
unblockable, since any creature with a 
power of 3 or more would have been too 
much. So what's so special about Dwarven 
Warriors? Well, like many of the best cards 
in Magic, you can get a whole lot more out 
of the card if you work hard enough. 


Dwarven Warriors offers you two 
basic tactics: one is to sneak a creature 
past blockers to deal damage to your 
opponent. Of course, if you can make a 
creature unblockable when it has low 
power and then increase its power drama¬ 
tically, this is much more effective. The 
other tactic is to send in an unblockable 


Summon Dwarves 


Target creature with power no 
greater than 2 becomes 
unblockable until end of turn, 
Other effects may later be used to 
increase the creature’s power 
beyond 2. 


Ulus. Douglas Shuler 


creature that will do something unplea¬ 
sant to your opponent beyond damage— 
the Hypnotic Specter’s discard effect being 
a classic example. The first tactic, deliver¬ 
ing unblocked damage, is a little more 
straightforward, so let’s look at it first. 

DiRjECf Damage 

In a stalemate situation, having a 
Dwarven Warriors-Uthden Troll type of 
combination is decent enough, but the 
way to get the most out of Dwarven 
Warriors is to pummel your opponent 


with more than 2 damage each turn. 

Some creatures are naturals for this, such 
as Carrion Ants or Frozen Shade. Both of 
these creatures have “inflatable” power, so 
with enough mana, you can be hitting 
your opponent for 6 or 7 damage each 
turn. Unblockability can be gratuitous, 
though, when you’re dealing with an 
inflatable creature that has a toughness 
which increases along with its power 
(gratuitous, that is, if you aren’t dealing 
with a regenerating blocker). Making an 
inflatable creature unblockable is far more 
crucial with creatures like Flame Spirit or 
Dragon Engine, which both have a fixed 
toughness, and is especially useful for 
creatures that require more than a 
little mana to pump up, like 
Thallid Devourer, Osai Vultures, 
or the poor, maligned Atog. 

Having an inflatable creature is 
probably ideal, but there are many other 
ways to increase any creature’s power— 
even if it’s something simple like 
Firebreathing, Blessing, or some other to 
use creature enchantment. Another 
option is a creature or artifact that can 
boost the power of other creatures, such 
as Kjeldoran Guard, Krovikan 
Elementalist, Dwarven Lieutenant, 
Ashnod’s Battle Gear, Coral Helm, or 
Forbidden Lore. Unfortunately, this class 
of cards isn’t very efficient at increasing 
the power of unblocked crea¬ 
tures, since these cards were 
designed primarily to give a 
decisive edge in combat 
between creatures. Using 
instants, though, you can 
power up an unblockable 
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Armory. An entire article could be written 
detailing the fun and twisted combinations 
that are possible, but more important is 
deciding which ones to put in your deck in 
the first place, and why. 


Throwing random saboteurs in a 
deck is fun, but you’re better off 
making them part of your overall strategy, 
using Dwarven Warriors to maximize 
their effectiveness. Hypnotic Specter’s 
ability is always useful because it encour¬ 
ages your opponent to play with no cards 
in hand, but other saboteurs are less 
universally useful. For instance, Merchant 
Ship, a 0/2 creature from Arabian Nights® 
that gives you 2 life if unblocked, should 
only be considered for a deck with which 
you’re trying to gain a lot of life. Floral 
Spuzzem, a 2/2 creature from Legends that 
can destroy an artifact if unblocked, is 
only necessary if you have no other way of 
dealing with artifacts. (Floral Spuzzem is 
reusable, though, unlike most 
anti-artifact cards.) In the same 
way, Farrel’s Zealot is for a deck 
that doesn’t pack many Terrors 
and Disintegrates, and Mindstab 
Thrull doesn’t help much if your Hymn 
to Tourachs and Abyssal Specters have 
already cleaned out your opponent’s hand. 


Careful assessment of your saboteurs 
becomes even more important with Reef 
Pirates and all the poison counter crea¬ 
tures (Marsh Viper, Pit Scorpion, and the 
tokens created by Serpent Generator). 
These cards suffer from “all or nothing” 
phenomenon, and with them it’s help¬ 
ful to remember that there are only 
so many ways to defeat an opponent 
and none of them intersect. Damage 
to your opponent is not cumulative with 
poison counters, nor is that cumulative 
with running your opponent out of 
cards. This means you can bring your 
opponent down to 2 life, get rid of all 
but three cards in his library, give him 
nine poison counters, and still lose. 

That’s a lot of wasted effort. While a card 
like Millstone might help break a stale¬ 
mate, you need to concentrate on just 
one method of defeating your opponent. 


Deciding which saboteurs are most 
useful requires a lot of thought and analy¬ 
sis. Many saboteurs appear useful, but be 
careful with your selections. Nafs Asp, for 


• ^^■1 creature efficiently by 
slapping down a 
Giant Growth, a Blood 
Lust, or even the big-ticket 
card, Howl from Beyond. On a 
creature with a low power and a high 
toughness, Transmutation can be used 
to the same effect. 


Many global enchantments offer a 
way to increase power but avoid activa¬ 
tion costs; the trick is to use enchant¬ 
ments that allow you to get around 
Dwarven Warriors’ restriction. In red, 
Orcish Oriflamme is an obvious choice, 
giving your creatures +1/+0 when they 
attack. For true wackiness, though, use 
Tidal Influence from Fallen Empires ™. 
This cycles blue creatures between -2/-0 
and +2/+0, changing during upkeep. Just 
use Dwarven Warriors during any 
upkeep in which Tidal Influence’s bonus 
is going to change a creature from eligi¬ 
ble to ineligible or from ineligible to eli¬ 
gible (depending on if it’s cycling up or 
down), but use the Warriors either 
before or after the bonus is applied 
(again, depending on if Tidal Influence 
is cycling up or down). For another 
example of strange manipulation, use 
Angelic Voices (all your creatures get 
+ 1/+1 as long as you only control white 
or artifact creatures) with either Shyft 
or Alchor’s Tomb (a card from 

® Legends™ that can temporarily 
i change the color of one 
of your permanents). With 
enough creative bookkeeping, 
you can get around almost 
any restriction. 


You can also do creative shuffling 
with creature enchantments. Normally, 
the turn after a power-boosting enchant¬ 
ment is cast, the creature will no longer 
qualify for unblockability. For instance, if 
you make your Savannah Lions unblock- 
able, cast Divine Transformation, and 
then attack, the Lions will be too big to 
be made unblockable again. With Magic, 
though, there’s almost always a loophole. 
This particular one is Crown of Ages. Just 
have two or more 2/2 creatures and one 
Feast of the Unicorn, and you’re set. 
Use Dwarven Warriors to 

t make the creature without 
Feast of the Unicorn 
unblockable, and then 


move the enchantment with the Crown, 
toggling it back and forth each turn. 


This is far from an exhaustive list of 
the possibilities for sneaking a big attack¬ 
er by your opponent, but here’s one piore 
dirty trick (probably my favorite) to use 
with Dwarven Warriors. When you cast 
Shapeshifter, set its power and toughness 
at 2/5. During your upkeep, make it 
unblockable, and then set it to 6/1. 
During your next upkeep, you can only 
attack with a 2/5 unblockable creature, 
because you can only alter its statistics 
once a turn, but you’ll be hammering 
your opponent for an average of four 
unblocked points per turn. Other tricks 
can be made to work with unusual 
creatures, like Walking Wall, Tetravus, 
or even the Hyalopterous Lemure. 


UlIBLOC KjAl B L E 
UnPLEASAIlf HESS 


Using your Dwarven Warriors to 
pile-drive unblocked attackers against 
your opponent is certainly effective, but 
there’s another strategy that involves more 
finesse: you can use Dwarven Warriors to 
slip a “saboteur” behind enemy lines. 


Saboteurs are a little tricky to define. 
They’ve appeared in every expansion 
except Antiquities ™, and they all share the 
basic characteristic that if they attack 
unblocked, they can cause all sorts of 
trouble. A more technical definition 
would be any creature that, if unblocked, 
gets some sort of additional ability. A 
simple example is Murk Dwellers, which 
gets +2/+0 if it attacks unblocked. Being 
a saboteur, though, may be a function of 
the creature dealing damage (Hypnotic 
Specter), the creature not dealing damage 
(Rysorian Badger), or even using up and 
sacrificing the creature (Necrite). 


All of these cards are begging to be 
used with Dwarven Warriors—not only do 
they get a bonus for attacking unblocked, 
all of the creatures mentioned so far have a 
power of two or less. There are also many 
combinations for saboteurs and Dwarven 
Warriors: Hypnotic Specter and The Rack; 
Reef Pirates and Spoils of War; Farrel’s 
Mantle, Krovikan Vampire, and Ghosts of 
the Damned; Whirling Dervish and Staff 
of Zegon; Orcish Squatters and Dwarven 
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whether to use Dwarven Warriors at all. 
Not only does it limit one of your colors 
to red, Dwarven Warriors is a 1 /1 
creature, susceptible to dying in many 
ugly, horrible ways. Tawnoss Wand has 
the same function as Dwarven Warriors, 
but shares neither of these disadvantages. 
Given that they have the same ability, 
which one would you rather use, especial¬ 
ly given that the average deck has far 
more ways to kill creatures than artifacts? 

This analysis is, of course, loaded. 
Tawnoss Wand has a major disadvan¬ 
tage—it’s expensive. At two mana per 
use, it’s difficult to support more than 
one at a time; more than two is a virtual 
impossibility. What’s worse is if you’re 
using it with Howl from Beyond or a 
mana-intensive creature like Sea Spirit, 
every use of the Wand cuts your 
potential damage by 2. 

In the end, the best advice is to 
use a mix of the two. This way, you’re 
adaptable and can recover whether your 
opponent has a deck heavy in creature- 
destruction or artifact-destruction. In 
Magic, having a broad range of options 
is a good practice, making it less likely 
you’ll be nailed by some narrow card. 


and can be rotated 
between creatures— 
when your opponent 
finally Incinerates your 
Dragon Whelp, you can bring 
out Murk Dwellers and use the Warriors 
on them. But are you better off making 
one creature unblockable or having the 
option of making many unblockable, as 
with Hidden Path, Aysen Highway, or 
Runed Arch? Will you use the 
movable unblockability for 
small creatures or risk the fixed 
creature enchantments of Fear, 

Seeker, and Invisibility to get an 
unblocked Shivan Dragon? Does 
your deck call for multiple uses of 
unblockability, or is it better to surprise 
your opponent with a few big hits from 
Teleport, Trailblazer, or Sewers of Estark? 
Do you want limited unblockability or 
total but hard-to-achieve unblockability 
using Leshrac’s Rite and Orcish Farmers, 
or Burrowing, Rainbow Vale, and Blood 
Moon? These are decisions you’ll have to 
come to on your own, and the answer is 
that many of them are worthy. But of 
them all, I believe Dwarven Warriors 
carves out the most versatile and widely 
usable niche. 


Aside from Dwarven Warriors and 
Tawnoss Wand, many other cards offer 
unblockability of one sort or another— 
Fear, Seeker, Invisibility, Trailblazer, 
Teleport, Sewers of Estark, and Runed 
Arch to name a few, not to mention all 
the cards that have to do with landwalk¬ 
ing. All have their related strategies, each 
good for a subset of cards. Whether to 
use these cards instead of or in addition 
to Dwarven Warriors depends on your 
overall strategy. The major advantage of 
Dwarven Warriors is that it’s reusable 


Despite placing tenth out of eleven in the 
first Magic tournament ever, Chris Pages 
Magic career has been pretty respectable. 
An outspoken apologist for white, Chris 
always makes his opinions known, whether 
he's writing for The Duelist or working on 
an upcoming Magic expansion. 


instance, isn’t worth much as a saboteur 
since it’s essentially a 1/1 creature for #. 
Hypnotic Specter, on the other hand, is 
well worth it, without Dwarven Warriors. 
Delif’s Cone is a Magic lemon, costing a 
card and unblocked damage for one turn 
just to gain a few life. You really only 
need to make The Fallen unblockable 
once, and then you can use Dwarven 
Warriors on other creatures. Pit Scorpion 
| suffers from the Plague Rat weakness— 
you can only put four of them and four 
Marsh Vipers in a tournament-legal deck. 
Also, Pit Scorpion costs 2 $ for a 1/1 
creature that effectively gets + 1/+0 if 
unblocked, but that damage is only 
cumulative with other damage from 
poison-counter creatures. Compare Murk 
Dwellers to Marsh Viper with this in 
mind, and you can begin to see the 
weakness of poison cards. 


WafjuoicSiipporT 


Whether you focus on using 
Dwarven Warriors to deliver damage or 
to send in saboteurs, there are many 
cards that work well in a deck with 
Dwarven Warriors. Meekstone is the 
most basic one, since many of your 
creatures will have power less than 3 
anyway. Also fitting in nicely are cards 
that form a defensive buffer in the 
midgame—cards like Castle, Hurricane, 
Elvish Hunter, Snow Fortress, Caverns 
of Despair, Illusionary Terrain, and so 
forth. If making creatures unblockable is 
a major part of your deck strategy, 
k you’ll probably want to do damage 
I early on and then stall until 
B midgame to deliver the coup. 


When you pursue a Dwarven 
Warriors’ strategy, though, one of the 
most important things to consider is 
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Play it and you can draft an NFL team from an 80-card 
starter deck of authentic game photos. You can build a 
dream team with booster packs and 
challenge your friends. 
You can get pumped 
just thinking about it. 
Red Zone. Get off your 
butt. Get to the store. 
Get it today. 
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Congratulations. You just called your first play as an 
NFL™ head coach. And you did it while playing Red Zone, 
the red-hot new interactive card game from Donruss. 

To win, you need smarts. 

You need guts. You 
need divine interven¬ 
tion. Because you call 
the shots, just like an 
NFL coach. Red Zone. 
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UITCASE: 



Expanding Your Potential with Homelands 


N ow you ve done it. Like every 

other Magic ™ player, youd been 
looking forward to the release of 
the new expansion for months. So when 
Homelands ™ finally debuted, you imme¬ 
diately bought a box. When you asked Mr. 
Suitcase what you should do with all your 
new cards, he told you to play with them, 
of course. He explained that if you took the 
time to really explore all the cards in each 
new expansion and incorporate them into 
your decks, you d really have the edge over 
other players. That sounds great, but you 
need a starting place. How do you learn to 
play with the latest Magic expansion? 


There are two basic ways to make a new 
Magic expansion part of your game play. 
The first and most common approach is 
to incorporate the new cards into your 
existing decks. Magic expansions are 
meant to be just that: card sets which 
expand the possibilities of the current 
game world. They deliberately build on 
themes from previous sets, adding cards 
that either complement or counter exist¬ 
ing strategies. That means that any exist¬ 
ing deck, even the most well-tuned one, 
may benefit from the addition of cards 
from the most current expansion. And, as 
any good player knows, even if you don’t 
take advantage of new deck technology, 
your opponents certainly will—especially 
Mr. Suitcase. 

But how do you find new cards that will 
fit into a tried and true deck? First, look 
at the purpose of the deck. If the deck 
was put together the way Mr. Suitcase 
taught you, it’s probably not hard to fig¬ 
ure out how the deck is expected to 
work, and how each card contributes to 
that purpose. For example, does the deck 
rely on direct damage to lower your 
opponent’s life total, or does it torment 


your opponent with perpetual mana 
shortage by locking down his land? Once 
you’ve identified the goal of the deck and 
how the cards ^in the deck work towards 
that goal, you’ll be able to look at the 
new expansion cards with an eye toward 
complementing that card mix, or even 
replacing some of the existing cards with 
something better from the new card set. 

As an example, let’s look at a deck Mr. 
Suitcase has been tinkering with recently: 
a white and blue “denial” deck. You’ve 
lost against this deck enough to know 
that its purpose is to prevent your oppo¬ 
nent from successfully casting spells, 
responding to spells, attacking with crea¬ 
tures, or doing anything else effectively. 

This deck is built around several of each 
type of counterspell: Power Sink, Spell 
Blast, and, of course. Counterspell. These 
spells will prevent your opponent from 
casting any of the spells that are central 
to his deck. It also contains some white, 
creature-killing spells like Wrath of God 
and Swords to Plowshares. In combina¬ 
tion with the counterspells, these will 
destroy any chance your opponent has to 
mount a successful creature attack. A few 
Millstones help cut off the opponent’s 
most precious resource: his cards. Mr. 
Suitcase also included some other, gener¬ 
ally useful blue and white cards: Balance, 
which can be pretty damaging to a crea¬ 
ture-dependent deck, and is a good 
come-from-behind spell; Circle of 
Protection: Red, which helps defend 
against direct damage; and Portent, an 
extremely versatile spell which allows you 
to control the order in which you or your ? 
opponent gets cards (and the order in 
which you Millstone them away.) 

Armed with a good sense of how the 
deck as a whole works, it’s easy to identi¬ 



fy several Homelands cards which might 
be fairly useful in it. Merchant Scroll, a 
sorcery that allows you retrieve any blue 
instant or interrupt from your deck, 
would be very handy for making sure you 
have the proper type of counterspell to 
suit your current mana distribution. 
Another good addition might be 
Memory Lapse. This is a blue interrupt 
that counters a target spell but sends the 
spell back to the top of the caster’s library 
instead of to the graveyard. It not only 
stops an opponent’s spell this turn, which 
is always annoying to an opponent; it 
also prevents your opponent from getting 
a new card next turn. This is really useful 
when your opponent has used up some 
finite resource (Dark Ritual, for example) 
to cast the spell in the first place, because 
it’s less likely that she’ll be able to cast the 
spell again next turn. It also works well 
with Millstone, since the countered spell 
can be Milled into the graveyard. If you 
can afford an upkeep of two white mana 
per turn, Serran Bestiary is another possi¬ 
bility. This card prevents a creature from 
attacking, blocking, or tapping to use an 
ability—essentially taking the creature 
out of the game. 

I dentifying the workable cards from a 
new expansion is only the first step in 
integrating them into your deck. 
Obviously, unless you want your deck to 
grow to a hundred cards, you have to 
make room for the new cards by remov¬ 
ing others from the deck. In cases where 
a new card is a more powerful and more 
effective version of a card in the deck, the 
choice will be clear. Since few Magic 
this are strictly better than others, 
though, incorporating the new cards 
involves figuring out which is best suited 
to the deck. Is there some particular 
problem you run into when playing the 
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deck, or some strategy that utterly defeats 
yours? Look at the new cards to see if 
they can help. Think about how the new 
cards are different from the existing ones, 
and which will be more useful to you 
overall. Many cards have similar, but 
slightly different, effects. These subtle dif¬ 
ferences can be the deciding factor. 

After you make your choices, test them 
carefully. Don’t change too many things 
about the deck at once because if you do, 
you’ll find it hard to identify what contri¬ 
bution each new card is actually making. 
Put a new card in place of an old, slightly 
different card, and play several games to 
decide which works better. If the substi¬ 
tution doesn’t improve the deck, don’t 
give up; instead try swapping the new 
expansion cards for different cards in the 
deck. This way you will tune the new 
cards into your deck, instead of just 
throwing them in. 

In the case of his denial deck, Mr. 

Suitcase figured that Memory Lapse 
might be more flexible than his other 
counterspells. Therefore, he decided to 
add three Memory Lapses and to remove 
two Spell Blasts and Power Sink. He beat 
you even more quickly with the Memory 
Lapses in his deck, so he decided to keep 
them and put the other counterspells in 
his sideboard. Then he removed several 
Portents and substituted two Merchant 
Scrolls in their place. While Portent helps 
you filter the top three cards of your or 
your opponent’s deck. Merchant Scroll 
lets you get a specific card from your 
library. In this particular deck, both are 
useful, so he decided to increase the flexi¬ 
bility of the deck by keeping a couple of 
each. He also tried adding Serran Bestiary 
but soon discovered that the upkeep cost 
of two white mana prevented him from 
casting other white spells he needed, 
prompting him to leave the Bestiary out. 

T he othef way to play with a new 
expansion is to see if you can 
build any decks based on jiew 
ideas contained in the expansion. Each 
new Magic set has introduced some card 
combinations or strategies that become 
key components in new kinds of decks. 
One advantage of building a deck around 
an expansion is that the cards in the set 
tend to work well together—after all, 
they are designed that way. 


The key to this deck-building technique, 
of course, is identifying themes which the 
expansion develops. One easy way to do 
this is to look for a lot of creatures of the 
same type, or for cards which specifically 
affect that creature type. Good examples 
of this from Homelands are Faeries, 
Minotaurs, and Vampires. You should 
also look for cards that generate similar 
effects: ./Ether Storm and Feroz’s Ban, for 
example, both make it more difficult to 
cast summon spells. {For an overview of :> 
the basic themes in Homelands, see the 
article in Duelist #8, “And Now For 
Something Completely Different , ” by , 
Homelands developer Charlie Catino .) 

One good application of a fforneUnds 
theme is a deck based on Baron Sengir 
and the Sengir minions. A great creature 
by itself, Baron Sengir is a 5/5 flyer that 
gains +21+2 if it kills a creatures The 
Baron also makes a great complement to 
Sengir Vampires, since you can tap it to 
regenerate a target Vampire. Grandmother 
Sengir is particularly useful with both of 
these cards. You can tap Grandmother 
Sengir to give a creature -1/-1—just the 
thing to get rid of that Serra Angel that 
would normally kill your Vampire. Also in 
the theme are rats and bats, the traditional 
companions of vampires. Sengir Bats are 
particularly appropriate, as they have the 
Vampire ability to gain +1 /+1 counters 
when they kill creatures. And of course, 
what would the Baron want to carry him¬ 
self and his guests around but a Black 
Carriage? This 4/4 trampler requires you 
to sacrifice a creature to untap it—but 
that’s no problem with Sengir Autocrat in 
play to provide you with three 0/1 serfs 
to drive the Carriage. And just about 
any other undead nasty could also be at 
the Baron’s beck and call, such as 
Skeletons and Shades. 

While you are looking for themes 
in the expansion to build decks 
5 around, you should also try to 
identify cards which don’t consti¬ 
tute a full-blown theme, but 
which might be the beginnings of 
one. Aysen Crusader, for example, has 
t power and toughness equal to 2 plus the 
number of Heroes you control. 


that currently help Heroes or Crusaders 
specifically. This doesn’t mean that you 
can’t build a deck around these cards; it 
just means that Heroes are not a fully 
developed theme—yet. Identifying these 
“proto-themes” may help you prepare for 
ideas in later expansions. 

When a new expansion comes out, it can 
be very difficult to figure out exactly what 
to do with it. But if you take the time to 
explore it, to figure out which strategies it 
strengthens, and which themes it intro¬ 
duces to the gam/, you’ll understand both 
the new cards a^d your old ones better. 
With a little \yprk and some tinkering, 
you tan turn those new cards into the lat¬ 
est way to befct Mr. Suitcase—if he does¬ 
n’t beat you to it. 

When he's not writing about his alter ego, 
Mr. Suitcase, Paul Peterson is busy posing 
for vampire portraits and developing 
sets for Vampire: The Eternal 


Unfortunately, there are currently only 
three “Summon Hero” cards—the 
Benalish Hero, Beastwalkers, and 
Kjeldoran Warriors—and no other cards 
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I magine walking into a grocery store, grabbing a cart and start¬ 
ing down an aisle. When you see food you want, you decide 
whether you want a little or a lot of it. If you decide you want 
a little, you rip open a bag and just take a handful. If you decide 
you want a lot, you sweep half the shelf into your cart. Then, as 
soon as your cart is full, you leave. While this might seem a rather 
odd way to shop, many Magic players use a similar method to 
build their decks. 

This “all or nothing” syndrome has its roots in the official tour¬ 
nament rules established by the Duelists’ Convocation. The 
rules restricting players to four of any particular card in tourna¬ 
ment play were quickly adopted by the Magic community for 
general use. However, players have shown a tendency to go to 
the two extremes of these rules when constructing a deck. 
Usually, a Magic card is valued as either very important (in 
which case four of it are added to the deck in question) or only 
slightly important (in which case only one copy of it is added). 

By focusing only on these extremes, players tend to limit the per¬ 
formance of their decks. It’s not easy to determine when using 
one or four of a card is appropriate—and knowing when to use 
two or three can be even more difficult. 

Playing the Numbers Game 

Suppose you’re building a tournament-legal, white weenie deck. 
You decide that the basic premise for your deck is that you 
want to quickly overwhelm your opponent with a swarm of 
tiny white creatures, pumped up to dangerous proportions with 
Crusades. When you have the advantage, you cast Armageddon 
(destroying all lands in play), keeping your opponent from cast¬ 
ing any spells to stop you. 

There are quite a few variations on the white weenie theme, each 
focusing on a slightly different set of cards, but after looking over 
your cards, you decide that there are six you definitely want to 
include: Armageddon, Crusade, Disenchant, Savannah Lions, 
Swords to Plowshares, and Wrath of God. The big question, 
though, is how many of each card do you need if you want to 
maximize the card’s effect? 


more than one. The key, then, to deciding how 
many times a card needs to be in a deck depends direct¬ 
ly on how many times you are going to want to draw it. 
To figure this out, you need to ask yourself the following 
questions each time you consider including a card: 

1) Is this card central to the deck? 

Before you can begin to construct, you need to decide 
what it is you want the deck to do. How will it defeat 
your opponent? If a card is instrumental to this design, 
then the deck will require multiple copies to ensure 
that the card appears often. For instance, if you are 
building a cheap, quick, red direct-damage deck, 
Lightning Bolts are critical, as they are instants and 
do the most damage for the least mana. You 
would probably want four of them in your deck, 
and, because the card is so instrumental, you 
might even consider adding similar cards like 
Incinerate or Chain Lightning. If you were 
building a slower, more expensive direct- 
damage deck, using Mana Flares and X 
spells, Lightning Bolts would be less 
important and could be included in 
smaller numbers. 


Putting this advice to use on the 
white weenie deck you’re building, 
only three of the six cards you 
plan to include are essential to the 
deck’s design: Armageddon (for 
setting up the killing blow), 

Crusade (for powering up your 
weenies), and Savannah Lions (for 
dealing moderate damage at a low 
cost). The other three, Swords to 
Plowshares, Disenchant, and Wrath 
of God, are useful but not necessary 
for the deck to run properly. 

2) Do you want this card in your 
opening hand? 


First and foremost, deck construction is a matter of probability. The 
more copies of a particular card in a deck, the higher the chance As any experienced Magic player knows, suc- 

that the card will be drawn and the higher the chance you will dtj^jj ^ ce^m a particular duel depends heavily on how 
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good your opening hand is. Because this initial hand is so impor¬ 
tant, how you choose to build your deck needs to reflect what 
you want to see in your first eight cards. Ideally, you want your 
opening hand to consist of nothing but cards that will be useful 
during the first few turns. This means that you are going to 
want to limit any card that is not useful early, while adding 
extras of cards that you want to get right away. 

In a fast, red/green creature deck, Llanowar Elves is the 
^ perfect example of a card that you would like to see in 
I ., your opening hand. Llanowar Elves is not only very 

cheap to cast, but has an ability which is particularly use¬ 
ful in the early rounds of a duel. A Craw Wurm, on the 
, other hand, is practically useless in the opening draw. 

S With a casting cost of six, it will be at least three or 
four turns before you will be able to summon it 
(assuming that you have additional mana resources). 
Therefore, you obviously are going to want to include 
more cards like Llanowar Elves than cards like Craw 
Wurms, since drawing the former early aids the initial 
hand and drawing the latter just gums up your hand. There 
is a balance to be attained, though, as there are cards that 
you do want to draw later in the game. Just be careful to err 
on the side of getting cards a little later than you want rather 
than too early. Llanowar Elves may not be of much use late in 
the game, but a Craw Wurm too early is completely worthless. 
(Remember: you always have an early game, but you don’t always 
have a late game.) 

Applying these concepts to your white weenie deck, you’ll notice 
that Armageddon and Wrath of God are the only cards which 
wouldn’t be useful in your opening hand—both have a higher 
casting cost and are only good if there are targets in play worth 
destroying. The other cards, Crusade, Savannah 
Lions, Swords to Plowshares, and 
Disenchant, are all potentially useful in 
the early rounds and cost either 
one or two mana. (Of these four, 

Disenchant has probably the least 
potential in the early game, as it is 
usually a few turns before you 
can be sure what you want to 
target with it.) 



3) Do you need this card for a combination? 

Often, a deck revolves around the interaction of a few key cards. 
Since it is the chemistry between these cards that provides the 
power of the deck, you need to put a larger numbers of these 
cards in to guarantee that all parts of the combination show up 
in your hand. Suppose, for instance, that you are building a 
black/white Pestilence deck. You should include multiple copies 
of Circle of Protection: Black and a large number of creatures 
with protection from black (e.g., White Knight, Order of 
Leitbur), as these cards make Pestilence more useful. Of course, 
you need to put in multiple copies of Pestilence as well, since you 
don’t want to get all those other cards without getting Pestilence. 

In your white weenie deck, you really only have one strong com¬ 
bination card, Crusade. This card’s strength is based directly on 
the number of white weenie creatures you’re using. Since the 
majority of the cards in the deck (all the creatures) benefit from 
Crusade, getting out even a single copy of it can mean as much 
as five or six points of extra damage when the white weenie 
horde is out in force (and will result in fewer casualties as well). 

4) Is having two of this card in your hand useful? 

There are actually several reasons why having two or more of a 
card might not be useful. First, the card might be a non-cumula- 
tive repetition. For instance, having two Circles of Protection: 
Red in play is only slightly more valuable than having just one, 
providing redundant protection against Disenchant. Second, a 
card may require the use of a limited resource. Strictly speaking, 
two Killer Bees are probably not going to be able to do any more 
damage than one. Third, the card’s upkeep cost might make it 
prohibitively expensive to have more than one in play. You may 
be able to feed one Lord of the Pit, but two is 
just asking for trouble. 


In your white weenie deck, four out of 
the six cards—Crusade, Savannah Lions, 
Swords to Plowshares, and Disenchant— 
are useful as duplicates. The two hold-outs 
are Armageddon and Wrath of God; cast¬ 
ing either of these spells twice in suc¬ 
cession would be pointless. 
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5) How many decks is this card useless against? 

The worst draw is one which is of no use against the particular 
deck you’re facing. Always examine your cards to see if their useful¬ 
ness can be negated by a particular deck type. A good example of 
this would be Winter Orb, which states that no player may untap 
more than one land during his or her untap phase. Usually used to 
shut down a players mana production, this artifact is rather useless 
against a quick deck that requires minimal mana to function, such 
as a white weenie deck, or one that uses non-land sources of mana, 
such as Elves or Fellwar Stones. Be careful not to include too many 
of these cards and be prepared to have substitutes in your 
Sideboard to use when you run into that dangerous deck type. 


Armageddon—This card forces an interesting choice. Because it 
is integral to the deck, you need to make sure you have enough 
copies so that you’ll have one in your hand when you need it. 
But as it is useless early in the game or in multiples, you don’t 
want too many. You want to lean slightly towards the high side 
because Aramageddon works well in the middle to late game. 
Recommendation: three 
(but leaning towards two) 

Crusade—As this card is essential to any white weenie deck, 
cheap to cast, cumulative in effect, and a likely target for 
Disenchants, four copies of it are a must. 

Recommendation: four 


For this question, the biggest concerns in your white weenie deck 
are Swords to Plowshares and Wrath of God. Both prove useless 
against a creatureless deck, although it’s possible to use Swords to 
Plowshares on your own creature if you really need life. While 
still useful against most decks, you should probably keep these 
cards to a minimum or keep some of them in your sideboard. 

6) Does this card bum itself out? 

This question addresses the life expectancy of each card. 

Essentially, once you put a permanent in play, how long before 
you will have to replace it? There are two main reasons you’d need 
to do this: First, the card might have some effect that removes 
itself from play—Nevinyrral’s Disk, for example. Second, the card 
might be one that, by nature of its strength, tends to draw fire to 
itself. For example, Orcish Lumberjack (a red 1/1 creature from 
Ice Age 1M that can sacrifice forests for three mana in any combina¬ 
tion of red and/or green) tends to be hit with Lightning Bolt or 
Swords to Plowshares as soon as it hits the table. Cards that fall in 
this category need to have extras in the deck to increase the 
chances that one will survive long enough to be of use. 

While none of the cards in the white weenie deck are horribly 
vulnerable, the Crusades provide much of the power of the deck 
(and also make your creatures harder to kill). This makes them 
very inviting targets for Disenchants, so count on having multi¬ 
ples of this card. 

7) Might this card go better in the sideboard? 

When you are deciding how many of a card to include, don’t 
forget that you can straddle the fence by including a few extra of 
the card in your sideboard. A perfect example is Swords to 
Plowshares in your white weenie deck. As the effectiveness of 
Swords depends completely on the number of creatures your 
opponent is playing, you can adapt by playing two Swords in 
your deck with two Swords in your sideboard. This way, you can 
swap the extras in if you run into a heavy creature deck, and you 
can keep them from taking up space in your hand when playing 
other deck types. 

Doing It White 

Having looked over the six questions, let’s take a moment to 
examine each of the cards in our white weenie deck: 



Disenchant—Although very versatile and 
relatively cheap, this card is not a core card of a 
white weenie deck. Thus, the card needs to be limited. 
Recommendation: two 
(with two more in the sideboard) 

Savannah Lions—Like Crusade, this card is integral, 
cheap, and useful in large numbers. 

Recommendation: four 

Swords to Plowshares—This card is a tricky one to 
estimate. It is a general-purpose card that is cheap and 
works well in the early game, but it has the disadvan¬ 
tage of not being integral to the deck. Also, the card is 
almost useless if your opponent has no creatures. 
Recommendation: two 
(with two more in the sideboard) 

Wrath of God—This is a card that can be helpful 
mid-game (if your opponent has gotten out a 
horde of creatures out first), but otherwise it 
will just sit in your hand. Also, as this card is 
a waste against a creatureless deck, you 
should keep it to a minimum. 

Recommendation: one 

A Final Note 

Just remember that each card in a deck should be 
accounted for. Don’t throw four of a particular card in 
just out of habit. Actually think about the card and 
really consider what impact the card’s quantity will 
have on your deck. Believe it or not, the difference 
between a good deck and a great deck depends on 
something as little as having only three of a card 
instead of four. 


Before he was a member of the Magic R&D team, 
Mark Roswater lived in L.A., working as a writer for 
Roseanne. Mark is probably best known for Magic: 
The Puzzling and the episode about Roseanne 
going to see a Wayne Newton impersonator. 
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Read 'Em, Like a 



By Zak Dolan 


W hen playing Magic: The Gathering®, especially at 
the tournament level, you need to figure out your 
opponents’ strategies as quickly as possible. The 
faster you do, the more prepared you’ll be to capitalize on their 
weaknesses and avoid major blunders. Essentially, by being able 
to identify the central strategy of your opponent’s deck, you’ll be 
better able to identify the key cards to neutralize. You’ll also be 
more likely to avoid the major traps, tricks, and pitfalls your 
opponent sets for you, and you’ll know how to effectively side¬ 
board for the next duel. This article surveys the most common 
types of tournament decks and the cards which identify them, 
and offers strategies for neutralizing the threat each poses. 

Reading Themes 

When you’re trying to identify what kind of deck you face, it 
helps to know the basic themes that recur in tournaments. To do 
this, you need to know the indicator cards for each strategy type. 
Indicator cards are cards that tend to show up only in certain 
deck types, as opposed to staple cards, like Disenchant, 
Counterspell, Terror, Lightning Bolt, and Sylvan Library, which 
tend to appear in any deck with the appropriate colors in it. 

With a staple card, usually only one mana of a particular color is 
required to cast the spell. This makes it flexible enough to go in 
multicolor decks. There are some staple cards which require two 
mana of a particular color or that have mana-intensive activation 
costs; if you see these, you can bet that at least a third of your 
opponent’s deck is that color. Thus, Order of Leitbur usually 
indicates a deck with a fair amount of white in it, whereas 
Swords to Plowshares might be the only white card in the deck. 

Discard Decks 

Discard decks are fairly easy to identify. Hymn to Tourach and 
Disrupting Scepter are staple cards and tend to show up in a lot 
of decks, but The Rack, Mindstab Thrull, Abyssal Specter, Mind 
Warp, Hypnotic Specter, and Mind Ravel are indicator cards and 
show up primarily in discard decks. To beat discard, it helps to 
play cards critical to your deck quickly, draw as many cards as 
possible, and destroy cards that make you discard turn after turn, 
such as Hypnotic Specter. Most good tournament decks will have 
a few cards like Jayemdae Tome that let you draw more cards, so 


make sure to play them fast and protect them as best you can, as 
they are your strongest line of defense against discard decks. 

Land-Destruction Decks 

Land-destruction decks are another common type of tournament 
deck and are signaled by Stone Rain, Thermokarst, Blight, 
Orcish Mine, and Icequake. Strip Mines, though they can be 
used to destroy land, are staple cards in many decks and fre¬ 
quently do not indicate a land-destruction strategy. Generally, 
an opponent with a land-destruction deck tries to take out one 
of your colors in order to cut your deck in half. He also tries to 
hit you with a lot of damage quickly, before you draw more 
land. Your chances of beating an opponent like this will be bet¬ 
ter if you save one land until you’re going to use it to cast an 
equalizing spell such as Balance. Also, try to get artifact and 
creature mana into play as quickly as possible. Using low-cost 
anti-artifact spells (e.g., Crumble, Shatter) to destroy damaging 
artifacts like Black Vise and low-cost anti-creature cards (e.g., 
Swords to Plowshares, Lightning Bolt) to take out creatures such 
as Mole Worms is a good tactic, too. Make sure to play Zuran 
Orb immediately (most tournament decks have one of these), 
so when he targets a land for destruction, you can sacrifice it 
to gain 2 life. 

Weenie Decks 

Weenie decks (also called swarm decks ) are typically identified by 
mass pump-up spells, like Crusade, Bad Moon, and Sunken City, 
or by small creatures that aren’t staple cards, such as Savannah 
Lions. Since this deck aims to overrun you with creatures, you 
can beat the weenie horde by using equalizer cards like 
Nevinyrral’s Disk, Jokulhaups, Pyroclasm, or Pestilence, once 
your opponent has several creatures out. That way, you trade one 
of your cards for several of hers, giving you a card advantage. 

You can also use life-gaining, stalling cards like Fountain of Youth, 
Stasis, or Ivory Tower to give you time to get to your equalizer 
cards. If you aren’t playing equalizer cards, try to destroy creatures 
as they come out with creature-killing cards. Similarly, if you see 
more than one creature of the same type (e.g., Goblin, Merfolk, 
Zombie), then you are probably facing a creature-feature deck. 
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These decks use cards like Goblin King or Lord of Atlantis to 
make a particular creature type bigger, better, or both. If you tar¬ 
get these cards—Lord of Atlantis rather than Merfolk, for exam¬ 
ple—your opponent loses a key element of her strategy. 

Big-Creature Decks 

In contrast, some players try to get one big creature out fast in 
order to win the game quickly. Getting mana from Orcish 
Lumberjack, Dark Ritual, or Mana Vault is a popular method for 
getting something big out quickly. When you see an Orgg, a 
Johtull Wurm, a Derelor, or a Goblin Mutant, you can bet your 
opponent plans on defeating you with it in short order. These 
creatures can be especially dangerous with an enhancing enchant¬ 
ment, like Soul Kiss or Feast of the Unicorn: once one is played, 
you only have two turns (on average) to find a solution. 

Later in the game, watch out for Armageddon or Jokulhaups fol¬ 
lowed immediately by a big creature. If you think your opponent 
is playing a big-creature deck, don’t waste 
a Swords to Plowshares or Terror, which 
could kill a big creature, on something 
small. Do use small creature-killers like 
Lightning Bolt to take out creatures like 
Orcish Lumberjacks that provide extra 
mana. Likewise, if you have cards that 
steal creatures, save them for a large one. 

Count er sp ell Decks 

Counterspell decks are also fairly common 
in tournaments. These decks generally try 
to get one key card into play and then 
protect it with Counterspells and the like. 

If an opponent has Spell Blast, Memory 
Lapse, or Force Void, you can generally 
assume that he’s playing a counterspell deck 
and has duplicates of these cards, as well 
as Counterspell and Power Sink. Look 
carefully at his available mana (from lands 
and from other sources) and see what 
spells are in his graveyard to find out 
what he could reasonably have that would 
stop your spell. For example, if he has only one blue mana and has 
already used four Spell Blasts and you have enough mana to get 
around a Power Sink, you’re probably safe casting Tsunami. You 
should save spells that will force a card past a Counterspell—for 
instance, Pyroblast or Red Elemental Blast—until you have some¬ 
thing really important to cast, and then count his mana to make 
sure he can’t counter the spell twice. 

Watch the card count closely, both your hand and your oppo¬ 
nent’s. If he finds a way to get ahead and stay ahead on card 
count, you’re in real trouble. At the first opportunity, destroy any 
cards that force you to discard or that let him get more cards. 
Furthermore, rather than casting an important spell and hoping 
that your opponent doesn’t have a Counterspell, wait until you’ve 
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got enough mana to cast two important spells and he only has 
enough to stop one. Then, cast your first spell. If he counters it, 
you’re home free on the second. If he doesn’t stop it, then either 
you’ve sneaked one by him or he doesn’t have any countermagic, 
in which case you still might try to cast the other spell. 

Mass-Destruction Decks 

Mass-destruction decks can be devastating, but if you know 
what’s coming, you can spare yourself some agony. Players 
using mass-destruction decks usually wait for you to play a 
slew of cards, destroy them with one of their cards, such as 
Jokulhaups, Balance, or Wrath of God, and then play damage¬ 
dealing cards. A good indication of this kind of deck is the con¬ 
spicuous absence of permanents. If your opponent seems to 
have plenty of mana but is holding back for some reason, she 
might be waiting for you to over-extend yourself so she can 
destroy everything. For example, if you empty your hand by 
putting all your cards into play in three turns but your oppo¬ 
nent only plays mana-generating 
cards, she gains a huge advantage by 
playing Jokulhaups, since you have no 
cards left afterwards and she still has 
several cards in hand. If you discover 
that you’re facing a mass-destruction 
deck, be sure to hold a few cards in 
reserve, especially land; that way, you 
won’t be without cards in your hand 
when the destruction comes. It’s also 
a good idea to hold at least one card 
in your hand (usually a land) for 
bluffing purposes. 

Orb Decks 

Orb decks are nasty, too. Named for 
their use of Winter Orb, these decks 
control available resources with 
Howling Mine and Icy Manipulator, 
both good staple cards. These decks 
are extremely difficult to distinguish 
from other types of decks until Winter 
Orb is sprung on you for the first 
time. The best cards to use to defend yourself against this strate¬ 
gy are cards that destroy multiple artifacts at once, for example, 
Nevinyrral’s Disk, Energy Flux, and Dust to Dust. Try to play 
your cards quickly, and if you use a Jester’s Cap (again, most 
tournament decks contain one), use it to remove your oppo¬ 
nent’s sources of damage (such as Black Vise) or Winter Orbs. 

Card-Drawing Decks 

Card-drawing decks are more subtle. Players using card-drawing 
decks attempt to gain more cards over the course of several 
turns, usually with the intent of taking control of some ele¬ 
ment of the game (see lock decks , below) or burning through 
the deck to get to a key card or combination (Necropotence, 
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for example.) Elkin Bottle, Necropotence, Greed, and Book of 
Rass are good examples of key, non-staple cards found in this 
type of deck. To stop decks that rely on spending life to draw 
cards, damage your opponent as quickly as possible to prevent 
her from cycling through her whole deck. With cards that 
need mana to get more cards, take away either the card that 
lets her get more cards or the mana that activates it, depending 
on your deck’s focus. Generally, it’s a bad idea to disenchant a 
Necropotence after your opponent has already used it to set 
aside several cards because she gets her draw phase back and 
will get those cards anyway. Also, be extremely careful when 
playing lands if your opponent plays a Land Tax. Many times, 
she needs to be able to take advantage of Land Tax in order for 
her whole deck concept to work. Don’t make it easier for her. 

D ir e c t - D am age Decks 

Direct-damage decks generally ignore your creatures and hit you 
hard and fast. Lightning Bolt and Lireball tend to be staple 
cards, but Incinerate and Pyrotechnics are definite indicator 
cards in direct-damage decks. When facing this style of deck, 
you can try to get creatures out as quickly as possible to draw 
fire and keep your opponent on the defense. Another possibili¬ 
ty is to use protective cards to stop the bleeding, such as Circle 
of Protection: Red or Pentagram of the Ages, or use life-gaining 
cards like Ivory Tower, Zuran Orb, and Reverse Damage to 
keep pace with the damage. 

Millstone Decks 

Millstone decks are characterized by (you can see this coming, 
can’t you?) the Millstone. (Most of the time, that is; Jester’s Cap 
or Jokulhaups can be used to achieve the same effect.) Other pos¬ 
sible indicator cards are Ray of Erasure, Elemental Augury, 
Portent, Tormod’s Crypt, Orcish Spy, Vexing Arcanix, and Reef 
Pirates. Generally, a player using this type of deck tries to run 
you out of cards as quickly as possible. It’s especially dangerous 
once she has something that lets her peek at the top of your 
library, since the odds are that she’ll keep you from drawing any¬ 
thing but useless cards for quite a while once she gets the right 
combo. Use rapid damage to defeat her quickly, and carefully 
guard recursion cards (cards that let you recycle your graveyard) 
such as Leldon’s Cane, holding them in your hand for as long as 
possible. Cards that entirely remove key elements of an oppo¬ 
nent’s strategy from the game—Jester’s Cap or Swords to 
Plowshares, for example—are particularly helpful. 

Lock Decks 

Lock decks are perhaps the hardest to figure out, since usually by 
the time you discover the locking mechanism, it’s a little too late. 
Lock decks attempt to control or deprive you of some key 
resource: Zur’s Weirding, Stasis, Manabarbs, Disrupting Scepter, 
Time Elemental, Orcish Squatters, and Elemental Augury are a 
few examples of the different kinds and strengths of locks avail¬ 



able. A key indicator of a lock deck is its reactive nature, 
responding to your actions rather than trying to be aggressive. If 
you see a really unusual card, odds are that your opponent is try¬ 
ing to set up a lock of some kind. Try to identify a theme to the 
cards he has played as well as which other cards would logically 
go well with the card he’s played, and you’ll probably be able to 
figure out the strategy of his whole deck. Generally, your best 
defense is to take out the key to his lock (no pun intended). Plus, 
if you can identify the resource he is trying to control, you can 
manage it with care, thus avoiding the lock. 

An Open Book 

If you’re not content just spotting indicator cards as your oppo¬ 
nent plays them, a few cards allow you to take this strategy fur¬ 
ther by giving you a peek at your opponent’s hand. Clairvoyance 
and Glasses of Urza are two of the best examples, but if you put 
cards like these into your deck, use them for more than just “see¬ 
ing”; apply your new knowledge by adjusting strategies accord¬ 
ingly. Also, Jester’s Cap lets you see all the cards your opponent is 
using so you can analyze how her deck is supposed to work and 
decide exactly what to sideboard for the next match. 

Identifying your opponent’s strategy early can be a major advan¬ 
tage, but don’t make the mistake of providing your opponent 
with the same advantage. By being conservative in what you 
reveal, you can make it more difficult for your opponent to know 
what to expect. For example, by playing only land of one color 
and keeping land of your second color in your hand until you’re 
going to use it, you can trick your opponent into believing that 
you’re playing fewer colors than you actually are. An example of 
this is to play only islands for the first few turns. Your opponent 
will naturally not want her best spells countered, so she’ll hold 
them back as long as possible. Then, right after you Counterspell 
one of her spells, play your Mountain and hit her with a Fireball. 

Above all, though, you have to adapt to a strategy as soon as you 
identify it, and this is much easier if you’ve made a flexible deck, 
one that can adapt to its targets as the need arises. Disenchant is 
a classic example of flexibility, as it can destroy both enchant¬ 
ments and artifacts. Once you’ve determined your opponent’s 
goal, it’s much easier to choose between using Disenchant on an 
artifact such as Black Vise or an enchantment such as Land Tax. 

Think about these ideas the next time you watch a tournament 
match and see how many cards you can predict before they are 
played. It’s fun to see your opponent’s expression when you’ve 
guessed what she’s playing just from the mana she’s tapped. And 
the better you get at predicting your opponent, the more chances 
you’ll have to win. 

Since winning the first Magic World Championship , Zak Dolan has 
been a regular contributor to The Duelist. He is currently pursuing 
a graduate degree in engineering at Stanford University and still 
finds time to write about (andplay) Magic. 
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f Who 


cares 


for you? ” said Alice 
(she had grown to her full size 
by this time). “You re nothing 
but a pack of cards!” 

—Lewis Carroll, 

Alice in Wonderland 


P laying Magic: The Gathering® 

simulates a duel between two wiz¬ 
ards slinging spells, summoning 
creatures, and erecting defensive barriers. 
Lurking in the background of this fantasy 
setting, however, is a card game. Some 
spells allow the player, like Alice, to step 
back from the fantasy world and deal 
directly with the cards as cards. Most 
of them try to masquerade as part of 
the fantasy setting, with names like 
Brainstorm and Forgotten Lore that sug¬ 
gest wizardly metaphors. Neither of these 
cards, however, has abilities that are par¬ 
ticularly steeped in fantasy. Brainstorm 
moves cards back and forth between deck 
and hand, and Forgotten Lore retrieves a 
card from the graveyard. They don’t deal 
with wizards, spells, or magical crea¬ 
tures—rather, they declare, “You’re 
nothing but a pack of cards!” These 
“Alice effects” treat cards as cards 
and are useful in any deck, 
no matter what its theme. 


So what exactly do Alice effects do? In 
normal Magic play, cards begin the game 
in a player’s library, move from there to 
the player’s hand, and then move into the 
graveyard (possibly with a detour through 
the “in play” area). Alice effects disrupt 
this flow, moving cards arbitrarily from 
one area to another. Many let you bring 
cards from your library or graveyard 
into your hand or strip cards from an 
opponent’s hand, library, or graveyard; a 
few put cards directly into play. In the 
following article, we’ll take a look at these 
different types of Alice effects and the 
strategies they make possible. 


Library to Hand 

T he prime limiting factors in 
Magic are mana and cards. 
When the game begins, players 
have a full hand of cards but generally 
can’t do anything until they get enough 
mana. Late in a long-lasting game, play¬ 
ers typically have enough mana sources 
to cast any spell in their decks but can’t 
do much because their hands are empty 
or near-empty. Between these two 
extremes lies the “mid-game,” where 
both cards and mana are in short supply. 
Regardless of deck design, at some point 
cards-in-hand becomes the limiting 
factor. Anything that puts more 
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cards in your hand or removes cards 
from your opponent’s hand can have a 
huge influence on the game. Bring on 
the Alice effects! 

Cantrips, the cards introduced in Ice Age 
that let you draw another card next 
upkeep, illustrate the principle that one- 
shot effects are generally cheaper than 
reusable or continuous effects. Measured 
just in mana cost, cantrips are more 
expensive for the effect they generate than 
other spells with similar effects. Mind 
Ravel costs the same amount of mana to 
cast as Disrupting Scepter, for example, 
but can only be used once. But because 
cantrips replenish your hand, you can 
almost think of them as “free” in the later 
stages of a game—the entire casting cost 
of the spell is generally less than the cost 
of using any of the “draw a card” effects, 
such as Jayemdae Tome. 


Another family of Alice effects gives you 
various ways to take cards directly from 
your library instead of drawing them in 
the regular course of play. The 
distinction between “taking” a 
card through this kind of effect 
and “drawing” a card would 
be needless nit-picking, 
except for the presence of 
yet another type of Alice 
effect card: those that 








activate when a player draws a card 
(such as Underworld Dreams) or that 
interfere with a player’s draw (such as 
Necropotence or Zur’s Weirding). These 
cards only look at “draws,” not at the 
various non-draw ways to get cards from 
your library. Combining Necropotence or 
Zur’s Weirding with some non-draw get- 
a-card effects, such as Elkin Bottle, can 
lead to a very effective deck. 


Some of the 
non-draw Alice 
effects allow you to search 
through your library for a particular 
type of card and reshuffle afterward. 

Most of these restrict what you can 
retrieve: Nature’s Lore, for example, lets 
you retrieve a forest and put it directly 
into play, while Merchant Scroll can only 
get you blue instants and interrupts. One 
of the most powerful of these cards is 
Land Tax, which lets you grab up to 
three basic lands during each of your 


upkeep phases (as long as your opponent 
controls more land than you do). This 
is obviously helpful in the early, mana- 
short part of the game, and against 
land-destruction strategies. Less obvious¬ 
ly, it’s also useful in the late game, when 
you’ve got all the land you need. Using 
Land Tax, you can strip all the basic 
land from your library, guaranteeing that 
none of your draws will be “wasted” on 
a basic land. 

The cheapest per-card drawing 
effect is Howling Mine. For 
W a one-time cost of two 
mana, all players get one 
extra draw per turn. Clearly, 
this can be a two-edged sword; 
f your opponents are drawing just 
gf as many extra cards as you are, and 
|| this may be just the advantage they 
need to win. But if you have the 
R type of deck that reaches card- 
f shortage by turn three, then they 
1 may be stuck discarding useful 
m cards while you’re casting merrily 
f away. Another Howling Mine strat- 
| egy is to combine it with another 
Beard that can tap it, such as Icy 
p Manipulator or Relic Barrier. Now 
| you can turn it off each turn before 
|. your opponent draws, keeping the 
| benefits only for yourself. Finally, 
yet another Alice effect card, 
Black Vise, works well with 
Howling Mine. With a 
Vise clamping down and 
the Mine howling away, 
your opponents not only 
have to scurry to try to come 
up with enough mana to avoid 
throwing away valuable cards, 
but they also take damage if they 
can’t play the cards 
quickly enough. 


Library to Graveyard 

L ibrary-to-graveyard Alice effects 
are more specialized but still 
somewhat versatile. You can use 
them on an opponent’s library, either to 
run your opponent out of cards or to 
control which cards make it to your 
opponent’s hand. You can also use them 
on your own library, to get cards into 


your graveyard for the various graveyard- 
based effects (more on those later), or to 
try to ensure that you draw the most 
useful cards. 

The archetypal library-to-graveyard card 
is Millstone. Decks that win by running 
the opponent out of cards are generically 
referred to as Millstone decks, even if 
they don’t actually include any 
Millstones. Henry Stern’s “Vise Age” 
deck, which placed second in the 
National Championship, sometimes oper¬ 
ates as a Millstone deck just by using 
Jokulhaups. A successful Millstone deck 
needs a way to empty an opponent’s 
library quickly and enough defenses to 
survive during the process. If this is the 
deck’s primary strategy, then it’s usually a 
good idea to have some way to clean out 
your opponent’s graveyard, too—or a 
single Feldon’s Cane can ruin your day. A 
way to recycle your own graveyard may 
also be helpful, in case your opponent’s 
deck is larger than yours. On the other 
hand, if you have a way to return cards to 
your library or have something that pre¬ 
vents you from drawing, such as Island 
Sanctuary or Necropotence, then you can 
protect yourself from a Millstone defeat. 

Controlling an opponent’s draws is a little 
more difficult, but it can be very reward¬ 
ing (and quite annoying to your oppo¬ 
nent) if you manage to pull it off. A 
number of Alice cards allow this as a one- 
shot effect. Portent, for example, lets you 
look at the top three cards of a library 
and then either arrange them in any order 
you choose or, if you’d rather not see any 
of them drawn, shuffle the whole library. 
Used with a Millstone or Ray of Erasure, 
this gives you the ability to put the cards 
that you don’t want to be in your oppo¬ 
nent’s hand on top of the library and 
then drop them into the graveyard. 

Orcish Spy plus a Millstone offers almost 
the same effect—and it’s reusable. You 
look at the top card in the library, leave it 
alone if it’s one you don’t mind your 
opponent drawing, or grind it away if it’s 
good. You can use these same combina¬ 
tions on your own library, too, to try to 
make your own draws more useful. 
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Hand to Graveyard 

A nything that can force your oppo¬ 
nent to discard is obviously pow¬ 
erful. Your opponent can’t cast a 
spell if she doesn’t have it in her hand. If 
you can keep an opponent’s hand stripped 
bare of cards, you can finish her off at 
your leisure with just a small creature or 
two. The decks based on this principle, 
referred to as discard decks, are some of 
the most potent adversaries in Magic. 

Some discard decks don’t even bother 
with creatures, relying solely on other 
Alice effect cards like The Rack for dam¬ 
age. The Rack is, in some ways, more 
powerful than Black Vise. It can’t do as 
much damage, since it’s impossible to 
have fewer than zero cards in your hand 
but very possible to have more than 
seven. However, increasing the number 
of cards in your hand is usually more 
difficult than removing cards from it, so 
The Rack is harder to evade. Also, an 
opponent suffering from The Rack will 
often hesitate to cast spells, since doing 
so leads to more Rack damage. If you 
convince your opponent to keep three 
cards in hand, you’ve given yourself a 
two-turn advantage. Further, reusable 
discard effects like Disrupting Scepter are 
great against “permission” decks (decks 
that control the game by preventing an 
opponent from casting anything success¬ 
fully or stealing what does come into 
play) because counterspells are only 
usable when the opponent tries to cast 
something. If you use the Scepter first, 
you can force a discard before the spell 
can be countered, or the card stolen. 

If having to discard cards is so crippling to 
an opponent, it may seem foolish to use 
an effect that requires discarding your 
own cards, unless it is so powerful that it 
would nearly win you the game. Actually, 
some Alice effects are that powerful. Many 
players have finished off opponents with 
Stormbind, a red/green enchantment that, 
for two mana and one random card from 
your hand, deals 2 damage to target crea¬ 
ture or player. There are other, more 
subtle reasons to use some of these effects, 
though. Many Alice effects grow in power 
as your graveyard grows. You may want to 
deliberately dump creatures into your 
graveyard when using cards with these 


effects. Songs of the Damned gives you 
one black mana for each creature in your 
graveyard, and Lhurgoyf gets + 1/+1 for 
each creature in any graveyard. With other 
cards, the benefit is indirect; Animate 
Dead and Dance of the Dead allow you 
to bring a creature into play from any 
graveyard. If you have a lot of creatures in 
your graveyard, then you have many 
choices for targets, making these spells 
more versatile and powerful. 

The ability to discard cards can also help 
you overcome the disadvantages inherent 
in each stage of the game. In the early 
game, high-cost spells are useless to you, 
since you most likely can’t cast them. In 
the late game, land is almost as useless, 
since you probably have more than 
enough mana. If these useless cards can 
be discarded to power some useful effect, 
then you’ve gotten a benefit for almost 
no cost. The effects that require a discard 
but allow you to choose which cards to 
discard are thus not as costly as they 
might seem. 

Graveyard to Wherever 

A nother category of Alice effects 
includes cards that pull cards out 
of the graveyard, putting them 
directly into play (Animate Dead), into 
your hand (Forgotten Lore), back into 
your library (Feldon’s Cane), or removing 
them from the game entirely (Tormod s 
Crypt). We’ve already touched on most of 
these while discussing the other cate¬ 
gories, but one strategy, the strategy 
which drives “Reanimator” decks, 
deserves special mention. 

A Reanimator deck is designed to drop 
large creatures into the graveyard and 
then bring them into play from there, 
thus avoiding the cost of casting them. 
Anything that allows you to draw or dis¬ 
card extra cards works well for this strate¬ 
gy. Cards that do both at the same time, 
such as Bazaar of Baghdad, Jalum Tome, 
and Krovikan Sorcerer, are especially use¬ 
ful. Skull of Orm is an excellent addition, 
allowing you to recycle the Enchant Dead 
Creature cards. Enduring Renewal is also 
worth considering, since it gives you a 
way to recycle any creatures you get into 
play, dead or not. 


Speaking of Enduring Renewal, all of the 
various infinite-loop tricks involving zero- 
cost creatures with a Fallen Angel, 
Ashnod’s Altar, or other sacrifice-powered 
effect, really are legal. You can sacrifice a 
creature for an effect and have it returned 
to play by Enduring Renewal only to be 
sacrificed again... and again... and 
again.... It sure seems like you should be 
able to build a championship-level deck 
using this, but so far, no one has come 
up with one. Those who have tried have 
found it too difficult to get the combina¬ 
tions into play, or to protect them once 
they’re out. But there’s a first time for 
everything.... 

End Phase 

Stepping away from the fantasy setting of 
Magic and dealing with the cards as cards 
is a key element in constructing strategic 
decks. Some Alice effects are useful in 
almost any deck; others are so specialized 
that you’d need to design your entire deck 
around them. Used wisely, though, Alice 
effects can have your opponent flounder¬ 
ing in a pool of tears while you’re grin¬ 
ning like the Cheshire Cat. So have fun 
playing—and watch out for snacks 
labeled “Eat Me.” 

Beth “BethMo”Moursund 
is a Seattle-based freelance writer who 
has previously written for, among other 
publications, The Duelist and 
The Magic: The Gathering Pocket 
Players’ Guide®. She also serves as the 
Wizards of the Coast netrep on 
CompuServe. 
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Will you face cold steel or hot spells? 
You wont know for sure 
until you step into the 
arena and battle your oppo¬ 
nent for prizes and glory 
(not to mention your life!) 
in this collectible fantasy 
trading dice game from 
Gamesmiths, Inc. 
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ning bolt to turning him 
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class. The “Barbarian,” for 
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will grow. You can add a “Paladin” stone to bol¬ 
ster your “Samurai” or an “Assassin” stone to 
give some more edge to your “Fool.” 
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— Tom Lehmann, Pyramid Magazine 
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The first print run sold out in one 
month. The second printing shipped 
and is half 
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Zur’s Weirding and 
Elkin Bottle 


you play this 
you 

to set up a 
situation 
where you 
are gaining 
least 2 
life per 
turn. This 
can easily 
be done 
with Ivory 
Tower or a few copies of Fountain of 
Youth. Once you’re comfortable gaining 
your 2 life every turn, play Zur’s 
Weirding (a blue enchantment from Ice 
Age™). With Zur’s Weirding, whenever 
a player draws a card, another player can 
force her to discard it by paying 2 life. 
Thus, you can force your opponent to 
discard every card she draws, and the 
penalty of paying 2 life will hardly mat¬ 
ter to you since you’ll be gaining 2 life 
per turn. Of course, your opponent can 
force you to discard too, but you can get 
around that risk by playing with Elkin 
Bottle (an artifact from Ice Age), which 
allows you to tap 3 and the Elkin 
Bottle to take a card. Because you’re 
taking a card and not drawing a card, 
your opponent will not be able to use 
the effect of Zur’s 
Weirding to force 
you to discard it. 


Stone Spirit 


Stone Spirit (from Ice 
Age) can’t be blocked 
by flying creatures, so 
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if you give the Spirit flying ability 
(using a card such as Flight or Wings of 
Aesthir), it not only can’t be blocked by 
ground creatures (except those who can 
block fliers), it also can’t be blocked by 
other flying creatures. 


Armageddon Clock, Animate 
Artifact, and Spirit Link 


This combination can be both fun and 
powerful. Armageddon Clock collects a 
doom counter during each of your 
upkeeps and at the end of your upkeep 
it deals damage to each player equal to 
the number of doom 
counters on it. Cast 
Animate Artifact on 
the Clock, 


turning it 
into an 
artifact 
creature 
and making 
it a legal 
target for 
Spirit Link. 


Spirit Link lets 
you gain 1 life for 
every 1 damage 
your Armageddon 
Clock creature 
deals, so in a two- 
player game, you 


gain back all the life that Armaggedon 
Clock takes away from you. In a multi¬ 
player game, however, you come out 
even better, since the Clock deals dam¬ 
age to more than one player. You can 
also substitute Aladdin’s Ring, Voodoo 
Doll, or Copper Tablet for the 
Armageddon Clock. 
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Titania’s Song and 
Enduring Renewal 


Here’s a way to get the benefit of recy¬ 
cling creatures with Enduring Renewal 
(a white enchantment from Ice Age) 
without the penalty of not being able to 
put new creatures into play. First, play 
Titania’s Song (a green enchantment 
that turns all non-creature artifacts into 
creatures). This in itself will probably 
annoy your opponent if he plays with 
artifacts, since Titanias Song causes the 
non-creature artifacts to lose their regu¬ 
lar abilities. Then you can annoy him 

even further when you 
put Enduring Renewal 
into play. Enduring 
Renewal 



stipulates 
that if you 
draw a crea¬ 
ture card, 
you must 
discard it, 
but whenev¬ 


er a creature 


in play goes to your graveyard, you put 
that creature back into your hand. So 
build a creatureless deck loaded with 
artifacts. You’ll be able to put new 
creatures into play, despite Enduring 
Renewal, because Titanias Song will 
turn all your artifacts into creatures. 
Further, if something is a creature when 
it goes to the graveyard, Enduring 
Renewal will immediately put it back 
into your hand, so if your artifacts- 
turned-creatures die, you can put them 
back into your hand and thus never 
have a creature shortage. 


Time Bomb and 
Reverse Damage 


When it’s 
sacrificed, 
Time Bomb 
(an artifact 
from Ice Age) 
does damage 
to each crea¬ 


ture and 


player equal 



to the number of counters on it, but 
you won’t have to worry about getting 
hurt as long as you have a Reverse 
Damage in your hand to convert that 
damage into life. The longer you can 


keep Time Bomb in play, the more 
counters it will collect, and if you can 
hold your Reverse Damage long enough, 
Time Bomb will have enough counters 
on it to finish off your opponent for 
good. You can then watch her face fall as 
she sees your life total soar while hers 
dwindles into nothingness. (Note that 
Time Bomb doesn’t work with the 
Animate Artifact/Spirit Link combina¬ 
tion mentioned above; Time Bomb is 
sacrificed as a side effect to its effect 
being triggered, destroying Spirit Link.) 


An-Hawa Inn 


An-Hawa Inn (a green sorcery from 
Homelands) gives you 1 life plus 1 life 
for each green creature in play for only 
1 ♦ 4*. This works beautifully with 
Aisling Leprechaun ( a green creature 
from Legends ™), which turns creatures 
green that block or 
are blocked by it. But 
your opponent will 
turn all shades of 
green when you use 
Sylvan Paradise (an 
enchantment from 
Legends ) to change all 
of his creatures to 
green. In a multiplayer game, this 
combo could net you vast amounts of 
life, as would playing multiple An- 
Hawa Inns. An-Hawa Inn also works 
well in Thallid decks, since all of those 
Saprolings are green as well. 


Aysen Highway 
and Jinx 


White weenie decks usually have to win 
quickly, before your opponent can assem¬ 
ble a defense. Wouldn’t it be great if your 
little white attackers could sneak around 
your opponent’s defenses? Enter the Aysen 
Highway (a white enchantment from 
Homelands ), which gives all white crea¬ 
tures plainswalk. What, your opponent 
doesn’t have any plains? Well, you could 
use Magical Hack 


and give white crea¬ 
tures whatever land¬ 
walking ability you 
choose, or you could 
use Phantasmal 
Terrain to make sure 
that your opponent 
has plains to walk 
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through in the first 
place. You could also 
cast the Jinx (an 
instant from 
Homelands) to make 
one of your opponent’s 
lands a plains until the 
end of the turn. As an 



added bonus, Jinx is able to neutralize 
defensive lands like Maze of Ith. And 
since Jinx is a cantrip, it “replaces” itself 
during the next upkeep. Jinx is also 
handy with creatures that have intrinsic 
landwalking ability because it can’t be 
Disenchanted after the landwalkers are 
committed to the attack, unlike 
Phantasmal Terrain. 


Greater Werewolf and 
Sorceress Queen 


Sorceress Queen is an amazing card 
because it has so many uses that work 
wonderfully with numerous strategies. 
Now, using Greater Werewolf (a black 
creature from Homelands ), you can 
create a new strategy. Tapping your 
Sorceress Queen will make a target 
creature 0/2 until the end of the turn; 
the Greater Werewolf puts a -0/-2 
counter on all crea¬ 
tures blocking or 
blocked by it. So 
when 
Greater 


Werewolf is 
involved in 
combat, 
wait until 
attack and 


defense are 
chosen and 



then turn the creature that Greater 
Werewolf is battling into a 0/2 
creature. At the end of the combat, if 
the Werewolf’s power doesn’t finish a 
creature off, its special ability will. 

If you can manage to get two creatures 
to block your Greater Werewolf, you 
might be able to get rid of both 
blocking creatures. 


■a 

nSH 


pUELlST 


Background by David Kimmel 



















































V 


m 

f 


PLAYinG God 

by Anthony Loquercio 

(with thanks to Brad Ostrand and his uncle) 


regarding “your” opponent only affect you and your rival minion. 
For example, if a minion player has Pestilence in play, it will not 
affect either of the god players but will affect the minions. 


Playing God is somewhat different from more traditional 
four-player Magic: The Gathering® variants, yet it contains 
an aspect of team play, as you will soon see. The variant uses 
standard multiplayer rules, but there are different rules for deck 
construction, and the “ethics” of play differ as well. 

The Gods and Their Minions 
Four players is the optimal number of people for this type 
of game, although more may participate as long as there is an 
even number of players. In this variation, you play a god while 
your teammate plays your minion (or vice versa), and your 
opponents’ teams are arranged in the same way. As the minions 
play a traditional two-player duel, the gods attempt to help their 
minions as best they can while simultaneously trying to crush the 
rival god. Minions cannot affect the god players in any way; 
however, the gods can affect any player. 

The Commandments from the Gods 
The rules for minions, as stated above, are those used in a 
traditional one-on-one duel. There are, however, some distinc¬ 
tions in how minions’ actions affect the game environment: 

1. Minions can only affect minions. 

2. Enchantments, sorceries, creatures, instants, interrupts, 
and artifacts that have global effects or specify particular things 


Code of the Deity 

The rules the gods must abide by are almost opposite those of 
their minions. 

1. A god player may affect any player in the game with 
almost any type of spell or non-creature ability (except as noted 
below). A god player’s creatures may only attack, defend against, 
and use fast effects on the opposing god player. In summary, no 
god’s creature can affect any minion player. 

2. Global effects and spells cast by god players affect all 
players. Using the example above, had a god player cast Pestilence, 
it would apply to all the players, minions and gods alike. 

3. A god player may not directly damage any minion player; 
he or she may, however, do direct damage to a minion’s creatures 
as well as to the rival god player. As stated above, damage taken 
from global effects, such as effects of enchantments (e.g., 
Pestilence) and artifacts (e.g., The Rack), does not fall into the 
direct-damage category. A Rod of Ruin, however, is considered a 
direct-damage source and therefore may not be used to damage a 
minion. There will undoubtedly be instances during game play 
that will be somewhat foggy, so before proceeding with the 
effects of a particular card, decide among the game participants 
how cards will be played. 
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Living and Dying 

During the turn sequence, the minions go first, and then 
play proceeds to the gods; the god who goes first is the god 
whose minion went first. The winner is the team that defeats the 
rival minion player first. Of course, wouldn’t it be nice to finish 
off the rival god player so that the other minion player is without 
the support of his or her deity and without the ability to destroy 
the rival god? Two against one—ouch! 

FIxed-Dechl to v R^n a m e n f 

by Scott Nicholson 
santa@uoknor.edu 

In Duelist #7, Lars Backstrom suggested a tournament style 
based on duplicate bridge; in that same vein, there is a tourna¬ 
ment type that I invented and have run many times locally—it’s 
called the Fixed-Deck Tournament. First, create pairs of identical 
decks, making enough decks to accommodate the number of 
players in the first round. The players are allowed five minutes to 
review their decks, placing cards in any order they desire. Decks 
are not shuffled before play begins. After the game, ask players to 
make sure that the decks contain identical cards again, preparing 
them for the next players to order in the way they choose. This 
works best as a single-elimination, one-game-per-round tourna¬ 
ment and removes all luck from the game, as both players have 
the same cards and can arrange their cards in the order they 
think will be most effective. 


Memo fjy BCE a g i c 

by Zak Dolan 


A friend of mine, Brian, wanted to develop a game variant 
that he could play in the car or when he didn’t have his cards with 
him. This variation can be played entirely in your head, without 
actually having the cards, provided you’ve got a good memory. Fie 
said he developed the game based on my play style—lots of 
challenge, no duplicate cards, and infinite amounts of luck. 

In order to make the game challenging, you start out with 
no cards in your hand. In addition, all restricted cards are 
banned—without this restriction, the game would be too easy. 

Also, The Rack is banned, since it would be a spoiler for this 
method of play. If you are playing somewhere where it’s difficult 
to flip a coin (like in a car), you can agree ahead of time to also 
ban cards requiring a coin flip. 

There are no duplicate cards allowed in this variant. In 
other words, once you’ve drawn and cast a Lightning Bolt, you 
won’t draw another. This makes the game a little more interest¬ 
ing and a little more challenging because it really makes you 
think before you cast a spell—should you disenchant that nasty 
enchantment now, or will you need Disenchant later? (If you 
want to play a slightly easier version, you can rule that dupli¬ 
cates of basic lands are allowed.) 

Finally, since you are infinitely lucky, you will always have 
the card you want on top of your library. This means that you 
can draw and play whatever card you choose. This, of course, 
makes it more interesting when you win or lose, since you won’t 
be able to say that you lost because you didn’t get a good draw. 

nllELISr 

59 


Determine randomly who goes first. Then each person 
draws and plays as normal. You don’t have to play a card when 
you draw it, although if you draw and keep a card, you should be 
playing with people that you trust not to change their minds 
about what card they have. One alternative is to write down 
what cards you draw on a piece of paper as you draw them. That 
way, if you keep a Counterspell, you can’t change it later to Mana 
Drain when you realize how helpful the mana would be. 


Seved-Ca ICD D R^A W 

by Thuong Pham 

Here’s a variant that my friends and I have come up with to 
help speed up our games: Each player may put down as many 
land cards as he or she wants without penalty. A player draws 
seven cards instead of one during his or her draw phase. The 
seven-card-hand-maximum rule is still in effect, so players 
usually have to discard cards at the end of the turn. Finally, no 
cards with X in the casting cost may be played since so much 
land will be in play. This variant is ideal if you only have a few 
minutes to play or if you don’t like long, drawn-out games. 


tEnnis Style 

by Dan Hass 
DinOKC@aol.com 

In the past three months, I have participated in six tourna¬ 
ments where there were over seventy decks entered. In bracketed 
tournaments, the individual who wins the die roll to go first in 
the first game enjoys a tremendous advantage. 

To neutralize this inequity, we have begun using a new for¬ 
mat for bracketed play; we refer to it as “tennis style” play 
because in order to win you must win by two games and “break 
your opponent’s serve.” Players play two games with each player 
going first in one game, regardless of who wins. If they split the 
first two games they are at “deuce” and play two more games. If 
neither player has a two-game advantage after four games, they 
continue with two more games; however, after the fourth game, 
the receiving player (the player not currently playing first) has 
the option of changing the environment. Specifically, the receiv¬ 
ing player may opt to raise the starting life total to 25 each or to 
lower it to 15 each. Play continues with “deuce-ad” until one 
player gets a two-game advantage. 

Tournaments are slower than straight two-out-of-three or 
three-out-of-five play, but we feel that this style of play is much 
better at determining which deck and player are truly better and 
not which player was just luckier by winning the opening die roll. 


The Duelist invites you to share your rules and game play variants 
for Magic: The Gathering and other Deckmaster ™ games. If we 
use your submission , well send you a free Duelist life counter. 

Mail your submissions to: 

House Rules , c/o The Duelist 
P.O. Box 707, Renton, WA 98057 


or 


email us at: 


duelist@wizards.com 
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from one of these modes to the other, so it 
cant change the target of the Blast from a 
spell to a permanent, or vice versa. 


REVERSALS 


The following rulings are meant to 
clarify the rulebook and how the 
game works: 


1 he following rulings reverse past rulings 
from the rules team or Wizards of the 
Coast on-line network representatives 
(“netreps”): 


4) Q: Evaporate says that it deals 1 
damage to each blue creature and white 
creature. Does it deal 2 damage to crea¬ 
tures that count as both blue and white? 

A: No. If an effect says it affects “each X 
and Y, " it applies only once to each. Thus 
Evaporate deals 1 damage to each perma¬ 
nent that counts as a blue, a white, or a 
blue and white creature. 


1) Q: If I play a summon spell while 
TEther Storm is in play, can I destroy the 
Storm with Red Elemental Blast before 
it counters the spell? 

A: No. Effects that counter spells when cast, 
such as XEther Storm, are triggered once a 
spell has been played, but before interrupts 
can be played. By the time Red Elemental 
Blast can be played, the summon spell has 
been countered. This is also true of effects 
which allow the caster of a spell to pay some 
cost to avoid the effect, such as Nether Void, 
or effects which allow a player to counter 
the effect, such as Arcum's Whistle. 


7) Q: If an Assembly Worker is changed 
into another land type by an effect 
like Blood Moon, does it stop being 
a creature? 

A: No. The fast effect that made it into a 
creature (as well as a land) continues its effect, 
even though the land type has been changed. 
The same principle extends to any land ani¬ 
mated by a temporary effect, for example, 
forests animated by Thelonite Druid. 


5) Q: Can Chain Stasis target the same 
creature more than once? If so, why can 
it do this while Fireball cant? 

A: Yes, Chain Stasis can target the same 
creature more than once. A spell or ability 
cannot target the same thing more than 
once at the same time; if you aren't choos¬ 
ing targets simultaneously, you can target 
the same thing multiple times with the 
same spell. With Chain Stasis, one target is 
chosen, then that target is affected, then 
another target can be chosen, and so on. 
Targets for Fireball, on the other hand, are 
chosen simultaneously, so Fireball cannot 
target the same thin? more than once. 


8) Q: Can Ring of Ma’ruf retrieve 
a card from inside Oubliette or 
Tawnos’s Coffin? 

A: No. Cards affected by Oubliette and 
Tawnos's Coffin are being maintained out 
of play by cards in play, and in that sense 
are not out of the game. 


2) Q: Exactly when is the target of 
Forgotten Lore selected? 

A: Targets for spells and abilities are select¬ 
ed when the spell or ability is played, even 
if there is an unusual rule about how the 
target is selected, such as with Forgotten 
Lore or Preacher. 


CARD ERRATA 


The following rulings involve card 
errata or clarifications to the way a card 
is interpreted: 


3) Q: I know I can’t redirect a Red 
Elemental Blast with Deflection to 
counter a spell if the Blast was originally 
played to destroy a permanent, or use the 
Blast to counter a permanent if it origi¬ 
nally targeted a spell. Does that mean 
that I can’t redirect Fissure to bury a land 
if it originally targeted a creature? 


6) Q: If I use Merieke Ri Berit to steal a 
creature, and someone responds to that 
by untapping Merieke or removing her 
from play, is the target buried? 

A: Yes, the target will be buried when the 
effect resolves. If an effect ends or has some 
other special effect triggered by the effect's 
source leaving play (or becoming untapped, 
in the case of Merieke), always check the 
source when the effect resolves. If the source 
has already left play (or become untapped), 
when the effect resolves, then any event trig¬ 
gered by the source leaving play occurs (e.g, 
a creature controlled by Merieke is buried). 


9) Q: If I steal a creature with Ray of 
Command and it’s stolen from me 
later that turn with Seasinger, does it 
become tapped? 

A: No. Ray of Command only taps the stolen 
creature if you lose control of it at the end of 
the turn. If you keep control of it through 
some other effect or if you lose control of it 
before the end of Ray of Command's effect 
(at the end of the turn), the creature does 
not become tapped. 


A: No, it doesn't mean that. Fissure does 
one thing, which is to bury a card, either a 
creature or a land. Deflection can redirect 
it from one type of target to another. Red 
Elemental Blast, on the other hand, does 
one of two distinct things: it either counters 
a blue spell or destroys a blue permanent. 
Deflection can't force the spell to change 


10) Q: The wording on Murk Dwellers 
and Cave People is unclear: do their 
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bonuses last only while they're attacking, 
or do they last until end of turn? 

A: If Ca ve People attacks, it gets +1/-2 
until end of turn. Murk Dwellers gets 
+2/+0 when attacking and not blocked; 
this bonus ends when con/bat ends. 


11) Q: fork's wording is confusing; how 
exactly should it be read? Can 1 change 
the color of Fork while it’s being cast? 

A: Fork should be read as follows: “Fork 


becomes a copy of target spell, acquiring all 
characteristics, except color ; of that spell. 
Once the spell is copied, choose its new tar¬ 
get or targets. The copied spell has the same 
number of targets as the original. " If you 
\ • change the color of Fork while its being 
! cast, the copied spell will be whatever color 

f Fork has been changed to. 


12) Q: If I play Power Artifact on a 
Mana Vault, will reducing the activation 
cost of untapping it to © allow for an 
infinite loop of tapping it for four mana, 
untapping it for two, tapping it for 
another four, and so on? 

A: No. While the cost to untap Mana Vault is 
paid during upkeep, it does not actually 
untap until the end of upkeep (in which case 
it does not deal damage to you). T his means 
that you cant tap the Vault again for addi¬ 
tional mana during that upkeep. Similarly, 
the cost to untap Basalt Monolith can be 
paid whenever instants are allowed, but it 
will not untap until the end of the phase. 


SPECIFIC CARD RULINGS 

13) Q: Does Land’s Edge deal damage if I 
discard lands due to other effects (e.g.. 
Mind Twist), or only if I discard them 
using the effect of Land’s Edge? 

A: Land's Edge only deals damage if you 
discard lands using its effect. The effects of 
Mind Twist, Bazaar of Baghdad, and so 
forth will not trigger Land's Fdge. 

14) Q: If an effect such as Naked 
Singularity changed the type of mana 
produced by an island, would this 
change the effect of Snowfall when it 
is tapped for mana? 

A: No. Snowfall causes the island to produce 
an additional blue mana (only usable for 
cumulative upkeep) regardless of what type 
of mana the island is currently producing. 

13) Q: I have a Fireball “stored” in an 
Ice Cauldron. Ice Cauldron states that 
the mana stored in it can only be used to 
cast the Fireball. Can I use the mana to 
pay for additional targets for Fireball, 
even though that cost isn’t part of the 
casting cost? 

A: Yes. This “specialized" mana (just like 
mana from Metamorphosis or Mishra's 
Workshop) can be used to pay for costs that 
are described in the text of the spell the 
mana is designated for. This mana can't be 
used, however, to pay for penalties such as 
Gloom or Power Sink. 


Elemental Blast and destroys the Mana 
Flare. How much mana do I get? 

A: liven thou git the extra mana from Mana 
Flare isn't produced until the normal mana 
for the land is produced, Mana blares effect 
is triggered as soon as the land is tapped for 
mana. Interrupting your tapping of the 
land to destroy Mana blare won't prevent 
you from getting the extra mana, so you get 
two mana from the land you tap. 

19) Q: Suppose my opponent plays 
Terror on a creature of mine, and I tar¬ 
get that with Counterspell. My oppo¬ 
nent tries to redirect the Counterspell 
using Deflection. My only remaining 
card is Deflection. If I use Deflection to 
redirect my opponent’s Deflection to 
Terror, the Terror will then be targeting 
Counterspell (because the new target his 
Deflection gave my Counterspell was 
already “locked in” as the Counterspell 
itself). Since Terror can’t legally target 
Counterspell, can I do this? 

A: Yes. The sole specification for a legal 
target of Deflection is “spell which has a 
single target. " Thus, one Deflection can 
cause another Deflection to target any other 
spell, even if the first Deflection could not 
have been played on that spell normally. 
This simply causes the first Deflection to 
fail; assuming nothing else happens, the 
Counterspell and the Terror will still be 
targeting their original targets. 

20) Q: If I reanimate my Soldevi Golem 
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16) Q: If I play Power Artifact on a 
Roterothopter, reducing its activation 
cost to 0 » can I still spend © on its 
ability during a turn, giving it +4/+0? 

A: Yes. 

17) Q: My opponent only has one crea¬ 
ture in play, Autumn Willow. If he uses 
its ability, allowing him to target 
Autumn Willow for the turn, can my 
Preacher now take control of it? 

A: Yes. Autumn Willow's ability allows a 
target player (your opponent, in this case) to 
target Autumn Willow with spells and 
effects. The text on Preacher clearly states 
that your opponent chooses the target for its 
effect; the fact that you're the effect's con¬ 
troller isn't relevant. 

18) Q: Suppose Mana Flare is in play, 
and I tap a land for mana. My opponent 
then interrupts that to use Blue 
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with Dance of the Dead, can I untap it 
for just ©©, or do I also have to untap 
an opponent’s creature? 

A: For payment of untap costs to allow you 
to untap a creature, all of that creature's 
untap costs must be paid. Soldevi Golem's 
ability is an untap cost, so payment of it 
would be cumulative with Dance of the 
Dead, Paralyze, or any other costs imposed 
on the Golem. 

21) Q: I play Terror on my opponent’s 
Tim (Prodigal Sorcerer). He responds by 
using Tawnos’s Coffin on Tim. I 
respond by using Shatter to destroy the 
Coffin. Is Tim buried? 

A: Yes. When the Coffin's effect resolves, Tim 
will leave play. Then the Coffin will leave 
pay due to Shatter, so Tim will immediately 
return. This is still the same Tim (he just 
took a forced vacation), so he's still the 
target of Terror. 
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MD GAITHERSBURG THE GAME PLACE 208-1970 

MD FREDERICK GAMING REALM 662-4263 

MD SEVERN PSYCHIC PURGE 672-0737 

MD WALDORF SMALLWOOD VIDEO CENT ER 645-1981 

Ml MIDLAND COLLECTORS CORNER 839-2060 

MN MINNEAPOLIS PHOENIX GAMES 823-3222 

MO GRANDVIEW MYTHICAL REALMS 763-5075 

MO ST. LOUIS HOBBY SHOP 351-4818 

MS MER1DAN PET E’S CARDS & COMICS 693-2245 

NC CHARLOTTE DRAGONS NEST, INC. 596-9465 

NC CONCORD T IMELESS TALES 784-4725 

NC FAYET T EVILLE GAMERS GUILD 868-6303 

NC CREENSBURO COSMIC CAST LE 854-8844 

NC MOOREHEAD CITY TWIN BOOKSTORE 726-1810 

NH KEENE T'OY CITY 352-3131 

NJ CRANBURY T HE GAMER’S REALM 426-9339 

NJ CLAYTON S'l ONEBRIDGE GAMES 863-5552 

NJ CLEMENTON STONEBRIDGE GAMES 863-5552 

NJ FAIRLAWN GAME MASTER LED. 796-7377 

NJ MAPLEWOOD MAPLEWOOD HOBBY 378-3839 

NJ PHILLIPSBURG NEW FRONTIERS 908-454-3821 

NJ WALDWICK BATTLE ROYAL GAMES 445-7755 

NY ALBANY FANTACO ENT. INC. 463-1400 

NY CHEEKTOWAGA THE DRAGON’S LAIR 677-0121 

NY NEW YORK COMPLEAT STRATEGIST #1 685-3880 

NY NEW YORK COMPLEAT STRATEGIST #2 582-1272 

NY NEW YORK COMPL. ST TUT. #3 ROCK. CENT ER 265-7449 

NY PLATTSBURG FANTASTIC PLANET 563-2946 

NY ROCHEST ER CRAZY EGOR 427-2190 

NY RONKONKOMA BEEZTRADING POST 981-2929 

NY STATEN IS1 AND ALTERNATE RIALM 966-8282 

OH ATHENS ATHENS BOOK CENTER 592-4865 

OH BOWLING GREEN YOUNG'S NEWSTAND 353-2176 

OH CLEVELAND THE SOLDIERY II 252-3080 

OH COLUMBUS THE DROWSY DRAGON 231-8534 

OH DAYTON CATHARTIC DREAMS GAME & BOOK 461-3990 

OH LAKEWOOD PLANET GAMES 226-1117 

OH NEWARK COMIC SHOP PLUS 344-5471 

OR KEIZER T HE GAME PRESERVE 393-3101 

OR PORTLAND ADAM'S FAMILY ENT. 294-1767 

PA KING OF PRUSSIA COMPLEAT STRATEGIST 265-8562 

SC N. CHARLESTON GREEN DRAGON 797-2052 

TN JACKSON THECAMESCAPE 664-1078 

TN NASHVILLE GAMES EXTRAORDINAIRE 883-4800 

TX DALLAS RIVERBANK GAMES 800-374-0307 

TX EL PASO STDHE HOBBIES 590-6560 

TX SAN ANGELO SPECIALTIES 651-9503 

VA ALEXANDRIA EAGLE & EMPIRE GAME SHOP 360-5363 

VA FALLS CHURCH COMPLEAT STRATEGIST 532-2477 

VA MANASSAS COMIC WORLD 257-1322 

VA NORFOLK CAMPAIGN HEADQUARTERS 583-9451 

VA STERLING PARK WARGAMER’S HOBBY SHOP 450-6738 

YT BURLINGTON QUARTERSTAFF GAMES 863-3666 

WA BELLEVUE GAMES & GIZMOS 462-1569 

WA KENT BOOKWORLD 824-9422 

WA LYNWOOD FANTASTIC GAMES & T OYS 775-4871 

WA SEATTLE GARY’S GAMES 800-327-4292 

WV HUNTINGT ON DANZIG CORRIDOR 453-4712 

WV SOUTH CHARLEST ON ERA'S COLLECT IBLES 744-8153 

Armory Overseas 

CD - MONTREAL ARMORY CANADA-LAVENIERINT 514-341-1561 
ES - MADRID ALFILJUECOS 011-34-1-361-06-92 

FR - PARIS THE ARMORY/L’OEUF CUBE 011-331-45-35-9683 

FRD - MAN HEIM THE ARMORY/FANTASY FORREST 621-37-2574 

IT - VERONA THE ARMORY/1CIOCHI DEI CRANDI 045-8000319 

MAE - SELANGOR, D.E. GAME CASTLE 717-8994 

SWE - VANERSBORG THE ARMORY WIZARDS GAMES 521-17045 

UK - WEST MIDLANDS CHRIS HARVEY GAMES 0922-28181 

UK - WEST SUSSEX HOBBYGAMES LTD 0903-730998 

JP - KOBE ENJOYSPACE GUILD 078-331-5133 
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THE ITIAGIC RUIES Y0U VE NEVER HEARD 

by Tom Wylie 


IllUffllNATING THE DEPTHS 

s anyone who follows the game of Magic™ knows, the rules 
are incredibly intricate at times. Entire articles can be (and 
are) written about the most minute aspects of the rules, from the 
exact progression of the attack sequence to the ins and outs of 
damage prevention. 

Various articles in The Duelist and The Pocket Players Guide 
have gone into the details of the timing sequence, even to the 
point of trying to explain everything about it. All of these articles, 
though, have shared one common drawback: no pictures. 

This installment of “Murk Dwellers” attempts to address 
this problem by showing the various cycles of Magic timing in a 
series of charts. The charts are a good tool for learning timing, 
but they’re also meant to serve as a reference for players who 
already understand the timing rules (or for those who think they 
do). While the charts aren’t really intended to be an everyday ref¬ 
erence, if players in a duel can’t agree on how a certain set of 
events should happen, they should be able to resolve them by 
following these charts. For example, if you are confused about 
what and when something can be done during the attack, you 
can simply start at the top of the Attack chart and work your 
way until the end. (You can also put the charts on your bedroom 
wall and stare at them before going to sleep, if you don’t mind 
the dreams....) 

Attached is a fold-out poster, with two charts on one side 
(Standard Effects and Casting of Spell or Effect), and five smaller 
charts on the other (Interrupts, Damage Prevention, Attack, 
Triggered Effects, and Specialized Effects). The Standard Effects 
chart details the general flow of a phase and acts as a sort of 
“master” chart; while following the Standard Effects chart, you 
will typically need to pause and refer to one of the other charts 
to resolve some specialized timing sequence, such as dealing with 
damage prevention or triggered effects. 

Though you may want to glance over the charts before mov¬ 
ing on, it’s best to read all of this before making a serious attempt 
at using the charts. Otherwise, it’s quite easy to take a wrong 
turn and be unsure of what’s going on. And though they are 
intended to be used as a learning tool, don’t expect to learn tim¬ 
ing just from these charts; find a book or article that explains it, 
and use both. (I hear there’s a good article in the latest Pocket 
Players Guide) 


DANGER! DANGER! DANGER! 

s per standard operating procedure for “Murk Dwellers,” this 
rules article attempts to handle absolutely everything. In the 

majority of cases in which players disagree on who can do what 

and when, they will not have to refer to these charts, but can get 

by using the following simple rules: 

1. When both players want to do something, the active player 
(the player whose turn it is) has priority. That is, the active 
player decides first what, if anything, to do. (There is one 
exception to this: while a spell or effect is being cast by either 
player, the controller of that spell or effect-—not necessarily 
the active player—has priority.) 

2. When both players are required to do something, the player 
who currently has priority does so first. 

3. When an instant, sorcery, or spell that becomes a permanent 
is played, it doesn’t resolve right away. You have to wait for 
both players to finish responding with instants. 

4. Once all players are done playing instants, the batch of effects 
that just accumulated is resolved in last in, first out (LIFO) order. 

3. Interrupts that target permanents, that target your own spell or 
effect, or which are untargeted, resolve as soon as they are success¬ 
fully cast. Interrupts that target another player’s spell or effect don’t 
resolve until that player has finished targeting his spell or effect. 

6. Only the active player decides when to end a phase or start 
an attack; however, the opponent can prevent the active player 
from doing this by starting a batch of effects. If the opponent 
does so, the active player can still try to end a phase or start 
an attack later. 

7. Once a batch has started resolving, neither player can do any¬ 
thing until it’s done resolving, unless damage prevention or 
triggered effects are called for. 

8. When triggered or specialized effects are being used, the active 
player handles all of his effects first, then the opponent han¬ 
dles hers. Each player handles his or her effects in whichever 
order he or she chooses. 
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Background by Drew Tucker 







Interrupts Qhart 



Damage Prevention 
Qhart 




__ Return 
'yjs ^ ^ anc l 

proceed 


bow To Scad The Timing Qharts: 
R Qomplex Example 

T he following is a detailed example of how to read the charts, 
using the Casting of Spell or Effect chart. In this example, the 
active player casts Ball Lightning, the opponent attempts to 
counter Ball Lightning with Counterspell, and the active player attempts 
to counter the Counterspell with Pyroblast. 

Ball Lightning begins its trek in the “(spell or effect just played)” 
chamber, as play has entered from the “Sorcery, summon, or other non¬ 
fast effect” corridor in the Standard Effects chart. The active player takes 
Ball Lightning to the “Was casting countered by triggered effects?” cham¬ 
ber, past the “Triggered Effects” trapdoor. Assuming no effects are trig¬ 
gered, Ball Lightning then passes unharmed into the “Does caster play an 
interrupt?” chamber. 

The caster doesn’t want to play an interrupt, so Ball Lightning gets 
bounced down the single “no” exit to the “Does caster 
give up right to target casting further?” chamber. Here 
the caster only decides temporarily not to play an 
interrupt; by not giving up the right, he can still play 
one later if the opponent does anything. Therefore, 

Ball Lightning travels down this chamber’s “no” corri¬ 
dor to “Does opponent play an interrupt?” 

The opponent does intend to play an interrupt: 

Counterspell. Assuming the opponent already has 
4 4 in her pool, she can decide to play the 
Counterspell, taking the Ball down the “Yes: targets 
this casting” corridor. The first thing in this corridor 
is a “CS” trapdoor. The progress of Ball Lightning 
must be paused here while play drops down into a 
second Casting of Spell or Effect chart. 

The Counterspell starts off where the Ball Lightning did: in the “(spell or 
effect just played)” chamber. Assume again that no effects are triggered, so 
the Counterspell makes it to “Does caster play an interrupt?” without any 
problems, and then to “Does opponent play an interrupt?”, just as Ball 
Lightning did. (Note that in this second chart, “caster” refers to the caster of 
the Counterspell; “opponent” refers to the other player, the active player 
from the previous chart who originally cast Ball Lightning.) 

The opponent (the caster of Ball Lightning) does want to play an 
interrupt: Pyroblast. Assuming he already has in his pool, he plays 



(only legal 
damage-prevention 
effects) 


(only side 
effects) 



Return 
and proceed 

Pyroblast, forcing the Counterspell to exit via “Yes: targets this casting” 
and run into a “CS” trapdoor. As with the Ball Lightning, the progress of 
the Counterspell must be paused as play drops through the trapdoor, into 
a third Casting of Spell or Effect chart. 

If we assume the Pyroblast makes it through the Casting chart up to 
“Return and proceed,” then play returns to the second chart, and the 

progress of the Counterspell resumes. The next chamber encoun¬ 
tered with the Counterspell is “Can caster target this casting?” 
(Because the second chart was created to track the progress of the 
Counterspell, “casting” refers to the casting of Counterspell.) The 
caster of Counterspell hasn’t given up the right to target it, so we 
travel through the “yes” corridor. Resolution of the Pyroblast is 
put off in the “Delay resolution of interrupt,” and play returns to 
the “Does caster play an interrupt?” chamber. 

Since the caster of Counterspell still has no interrupts to play, 
the Counterspell is returned to the “Does caster give up right to 
target casting further?” chamber. The answer to this is “yes”; 
because of the Pyroblast waiting in the wings, the answer to “Do 
any delayed interrupts target this casting?” is also “yes,” so 
Counterspell goes to the “Resolve earliest delayed interrupt” cham¬ 
ber. Assuming it skips over the “TE” trapdoor (there are no trig¬ 
gered effects), you have to ask whether Counterspell is countered by Pyroblast. 
The answer is “yes,” so that corridor is followed to “Return and go back.” 

This brings us back to Ball Lightning and the first Casting chart. Since 
the Counterspell was itself countered, the second Casting chart instructed 
us to “return” to the first chart and “go back” to “Does opponent play an 
interrupt?” The opponent has no other interrupts to play, so the 
Lightning exits via the “no” corridor, is successfully cast, and play returns 
to the Standard Effects chart and proceeds to “Begin batch or add effect 
to batch.” 


Spot illustration by Scott Kirschner 
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Declare zero or 
more attackers 


Assign zero or 
more blockers 


Effects played 




ssrarrtec 


Defender assigns 
first strike damage 


Attacker assigns 
first strike damage 




Attacker assigns 
normal damage 


Defender assigns 
normal damage 


Check for 
mana burn 


End of 
combat 


Rttack Qhart 


Return and proceed 


/\ 


K,it—These helpful critters—aka “directional vermin”—remind you which direc¬ 
tion to go in a corridor (all corridors are one-way). Also, if a chamber only has one 
exit, a rat will be there to show you the way. 

i )(H>rtt—When there is more than one way to leave a room, doors mark the exits. 

((-a , n shading in > otndors) —If a corridor is shaded green, this corridor may only 
be followed during the active players main phase and not during an attack. 
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t rapdoors (mendotofy dttoun to other duirt*.) 



Standard Effects —When you encounter this trapdoor, you must 
go to the Standard Effects chart. (This chart details the flow of a 
phase and acts as a sort of “master” chart for the other charts.) 



Interrupts —When you encounter this trapdoor, you must go to 
the Interrupts chart. 



Attack —When you encounter this trapdoor, you must go to the 
Attack chart. 

Casting of Spell or Effect —When you encounter this trapdoor, 
you must go to the Casting of Spell or Effect chart. 

Specialized effects —When you encounter this trapdoor, you must 
go to the Specialized Effects chart. (Specialized effects are effects 
which can only be played at a certain time, such as the effects of 
False Orders, Kjeldoran Guard, and Grizzled Wolverine.) 


j)iamoml~bhaped trapdoors (potential ctetoors to other chart*) 



Damage Prevention —When you encounter this trapdoor, you 
must go to the Damage Prevention chart if anything has been 
damaged, destroyed, or buried since the last time you encoun¬ 
tered a “DP” trapdoor. 


Triggered Effects —When you encounter this trapdoor, you must 
go to the Triggered Effects chart if any effects have been triggered 
(e.g., the effects of Psychic Venom, Dingus Egg, Soul Net) since 
the last time you encountered a “TE” trapdoor. 


Illustration by Christopher Butzer 


Design by Eric Nancarrow 


Background by Drew Tucker 










































































































TIIHING: T H S H0W CHART 

T ake a moment to open the fold-out poster and look over the 
various charts. You’ll notice that it looks like a version of the 
old Dungeon® board game. The various “chambers” have text of 
some kind in them, often asking a question, and the “corridors” 
exiting them typically have text as well. Doors leading out of a 
chamber indicate that the chamber has multiple exits; if a cham¬ 
ber only has one exit, a rat will point the way out. All the corri¬ 
dors are one-way; when in doubt, follow the rats. 

Many of the corridors have text describing the conditions 
under which they are (or aren’t) followed. Squares and diamonds 
with letters on them represent trapdoors to other charts; for 
example, if you were in the Standard Effects chart and encoun¬ 
tered a “CS” square, you would drop down into the Casting of 
Spell or Effect chart before returning to Standard Effects. A 
square-shaped trapdoor indicates that you must detour through 
the appropriate chart; a diamond-shaped trapdoor indicates that 
you only need to detour if necessary. For example, you only go to 
the Damage Prevention chart if something has been damaged, 
destroyed, or buried, and can ignore the trapdoor otherwise. 

Once you’ve checked everything out, come back here and I’ll 
show you how to navigate, using the Interrupts chart as an example. 


Example: 



Interrupts Chart 


Interrupt 
by active player? 


Return 
* and 
proceed 


Resolve 


Interrupt by 
opponent?^ 


interrupt 


A s with all of the charts, the Interrupts chart is entered from 
the top. The chart itself contains three chambers, two for 
deciding whether to play interrupts, and one for resolving inter¬ 
rupts. “Return and proceed” marks the end of the chart; after 
ending up here, you return to the chart that originally brought 
you to Interrupts, climbing out of the square-shaped “I” trap¬ 
door that you came through. Finally, there are three other trap 
doors marking entries into various charts. 

The first chamber—“Interrupt by active player?”—presents the 
active player with a choice of whether or not to play an interrupt. 
Exiting the chamber are two corridors, labeled “yes” and “no.” Play 
exits through either the “yes” or the “no” corridor, depending on 
whether the active player does or doesn’t play an interrupt. 

The “yes” corridor takes us to the “Resolve interrupt” cham¬ 
ber, but we have to drop down through the “CS” trapdoor first. 
Because the trapdoor is square-shaped, the detour is mandatory; 
this allows both players a chance to interrupt the interrupt, typi¬ 
cally to either counter or modify it. 

If the interrupt is countered at some point in the Casting 
Spell or Effect chart, play returns to the “Interrupt by active 
player?” chamber (the Casting chart would instruct you to 
“Return and go back”). If the interrupt is not countered, the 


Casting of Spell or Effect chart will instruct you to “Return and 
proceed” down the corridor to the “Resolve interrupt” chamber. 

At this point, the interrupt resolves, its effect is applied, and 
you can exit the chamber. Note that while there are two corridors 
connected to the chamber, only one actually leaves it (and a rat is 
helpfully pointing the way out); because all corridors are one-way, 
you can’t go back through the connecting “yes” corridor. Once in 
the corridor, you have to make it past two diamond-shaped trap¬ 
doors (Triggered Effects and Damage Prevention) before returning 
to the “Interrupt by active player?” chamber. 

The first trapdoor is labeled “TE” for Triggered Effects. If 
any effects have been triggered since the last “TE” trapdoor, enter 
the Triggered Effects chart before returning and proceeding fur¬ 
ther down the corridor. An example of a triggered effect would be 
Psychic Venom being triggered because the land it enchants has 
become tapped. The next trapdoor is labeled “DP” for Damage 
Prevention. If anything has been damaged, destroyed, or buried 
since the last “DP” trapdoor, enter the Damage Prevention chart. 
Once you’ve returned from (or skipped over) these charts, play 
proceeds to the “Interrupt by active player?” chamber. 

Now that you’re back in the original chamber, the active player 
decides again whether or not to play an interrupt. If she does, go 
down the “yes” corridor again. If the active player decides not to 
play an interrupt, follow the “no” corridor to the “Interrupt by 
opponent?” chamber. It is now the opponent’s turn to decide 
whether or not to play an interrupt. If the opponent plays an inter¬ 
rupt, then follow the corridor to the “Resolve Interrupt” chamber, 
with a mandatory detour through the Casting a Spell or Effect 
chart. Play proceeds as outlined above. If the opponent declines to 
play an interrupt, follow the lone rat to the “Return and proceed” 
exit. Return to “I” trapdoor on the chart which originally brought 
you to the Interrupts chart and proceed down the corridor. 


i 


IPinai Nets s 


N avigating the charts should become intuitive with practice, but 
here are a few thoughts to help your brain wrap around them: 
Each phase in the game progresses through the Standard 
Effects chart, other than the untap phase and heal phase. For exam¬ 
ple, when you’ve finished your untap phase, just enter the Standard 
Effects chart to handle upkeep. After ending upkeep, use the chart 
to go through each of the other phases, finally exiting to the heal 
creatures phase. This is how play progresses through a turn. 

Some of these charts can “nest”: you can enter another copy 
of the same chart you’re currently in. For example, if a player 
casts a spell while inside the Casting of Spell or Effect chart, the 
chart will require that you enter a copy of the casting chart. You 
must remember where you’ve stopped in the first chart and then 
start over at the chart’s entrance to follow the casting of the new 
spell. (If the active player cast a Fireball and the opponent used a 
Counterspell to try to counter it, you would have to start over in 
the Casting of Spell or Effect chart to follow the progress of the 
Counterspell.) One chart that never “nests” is Damage 
Prevention: if you’re in the Damage Prevention chart and you 
detour to another chart, ignore any “DP” trapdoors until you 
return to the Damage Prevention chart. 

Finally, the Casting of Spell or Effect chart will be a little 
more sane if you stay away from the “Targets another casting” 
corridors. While it’s legal for an interrupt to target spells and 
effects other than the spell it is interrupting, this is never to your 
advantage in terms of affecting a spell or effect sooner than you 
should (or after you can’t), so it’s easier just to ignore those exits. $ 
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SERIOUS GEAR FOR SERIOUS MAGIC PLAYERS FROM 




Prices include all shipping and handling 
charges (except CA, UT,WA). 

Item #WOC9506.blue counter 

Item #WOC9507.red counter 

Item #WOC9508.black counter 

Item #WOC9509.green counter 

Item #WOC9510.white counter 


Black T-shirt with front illustration from Duelist 
#4 by Melissa Benson 

Item #WOC9500.short sleeve T-shirt 

with Duelist logo on sleeve 

Item #WOC950I.long sleeve T-shirt 

with Duelist logo on back 

B. 

White T-shirt with back illustration from 
Duelist #5 by Liz Danforth ( Duelist logo on 
front of shirt) 

Item #WOC9502.short sleeve T-shirt V 

with Duelist logo on front \ 

Item #WOC9503.long sleeve T-shirt 

with Duelist logo on front 


White T-shirt with front illustration from Duelist 
#6, art by Rob Alexander 

Item #WOC9504.short sleeve T-shirt 

with Duelist logo on sleeve 

Item #WOC9505.long sleeve T-shirt 

with Duelist logo on back 


Duelist Life Counters 

Say good-bye to glass beads and loose change! Although Duelist read¬ 
ers rarely take damage, these sturdy, finely crafted pewter counters 
let you mark off the occasional Lightning Bolt or poke from Tim in 
style with brass- and silver-plated beads. Best of all, each counter fits 
right inside a Magic deck box. 

3-1/2 inch x 2-1/2 inch pewter and enamel counter..$12.99 


Duelist T-Shirts 

Duel in comfort with a cool, 100% cotton, pre-shrunk Duelist 
T-shirt, available in short or long sleeve. Each shirt features a 
different cover illustration from one of the Duelists featured 
Magic artists. Currently available: Melissa Benson cover 
(Duelist #4), Liz Danforth cover (Duelist #5), and Rob 
Alexander cover (Duelist #6) Prices include all shipping and 
handling charges (except CA, UT,WA). 

SS T-shirts (M, L,XL).$17.99 (XXL Add $2) 

LS T-shirts (M, L,XL).$24.99 (XXL Add $2) 
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THE DUELIST PROGRAM 

C/O WALTER W. CRIBBINS CO., INC 
2101 4TH AVE., SUITE 100 
SEATTLE, WA 98121 

ORDER BY PHONE: 1-800-754-7411 
TOLL FREE FAX: 1-800-644-8778 
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Thunder* Y Lightning 
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A W* A The Gathering 

FOREIGN EDITION 
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Call Toll Free: 
1-800-200-I99I 

International Orders Call: 
1-213-258-0335 

24 hour Fax 
1-818-563-4996 


• CALL FOR UPCOMING 
PRODUCTS, PRICES 8. OUT OF 
PRINT MAGIC™ PRODUCTS 

WE ACCEPT: 

CHECKS, MONEY ORDERS,and 


VISA 


RETAIL LOCATION 

1507 Colorado Blvd.,Los Angeles, CA 90041 
MAILING ADRESS 


P.O. Box 41-1148, Los Angeles, CA 90041 

Prices subject to change / All sales final / No cancellations on Pre-Orders 
Magic 4th is a trademark of Wizards of the Coast, Star Wars & Star Trek is a trademark of Decipher Inc., Rage is a trademark of White Wolf Inc., 
Heresy is a trademark of Last Unicorn Games, Inc., Guardians is a trademark of FPG Inc., Gridiron is a trademark of Upper Deck Inc. 







Autumn Willow 


Caretaker of the Wood 

A utumn Willow is the ruler and protector 
-/Xof the Great Wood in the Homelands. A 
legend in her own time, she is an incarnation 
of the power of the forest itself, and those 
creatures who live among the trees are living 
extensions of her will. Part of Autumn 
Willow’s strength comes from her unity with 
nature, for she can only be affected by spells 
that also affect the land with which she 
shares her life. 

Originally a simple forest spirit, Autumn 
Willow grew to her current status because of 
Feroz’s Ban, the spell that protected the 
Homelands from meddling outsiders. Much 
as placing a rock in a slow-moving stream 
causes a pool to back up behind it, the mana 
pouring into the Homelands was backed up 
when Feroz cast his world spell. As a result, 
Autumn Willow grew incredibly powerful 
and achieved sentience and physical form. 
She ultimately became the guardian and 


protector of the place that is the embodi¬ 
ment of her will. 

The Folk of An-Hawa believe that Autumn 
Willow is a creature of Faerie. Numerous tales 
surround the living legend of Autumn Willow 
and the creatures with whom she interacts. 
Tales about one of her creations, the 
Daughter of Autumn, are common through¬ 
out the Homelands—stories of a beautiful 
woman appearing out of the misty air, lead¬ 
ing children from danger, or a ghostly appari¬ 
tion freeing an injured woodsman from his 
own trap. Others tell of encounters with the 
Willow Priestesses, assumed to be servants of 
Autumn Willow. Often seen wearing gowns 
of luminescence and gossamer, these beings 
seem no more tangible to mortals than a shaft 
of soft moonlight in the trees. The Spectral 
Bears that roam the Great Wood are believed 
to be the personal guardians of Autumn 
Willow and are often seen escorting caravans 
from the river bridge to An-Hawa. The mere 
sight of these beasts causes most goblins to 
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Artist’s Perspective 

A t first I imagined Autumn 
jTjL Willow as a woman in 
regal robes. After I read the 
Homelands background, how¬ 
ever, I found the story of 
her waning power a sad 
one and decided that a 
softer, romantic por¬ 
trayal would be more 
appropriate. I also 
chose to paint her as 
a human figure due 
to my background 
in classical and 
Renaissance art 
history, periods in 
which dryads and 
forest goddesses were depicted 
as women. 

I felt that Autumn Willow 
should be an identifiable per¬ 
son, with her own idiosyncrasies 


of face and figure, rather than 
a generic fantasy character. I 
had wanted to paint artist 
Kaja Foglio for some time, and 
this seemed the perfect opportu¬ 
nity. I shot the reference photos 
in the Foglios yard, with Kaja 
wearing a creamy white blouse 
and a fluorite, amethyst, an 
sterling-silver necklace I 
designed. I took the photos at 
sunset, and that contributed 
a great deal to the mood I 
wanted to create. 

When I painted this picture, I 
worked with one of my 
favorite themes of combining 
three-dimensional figures that 
break the flat surface of the 
paper with two-dimensional 
patterns that reconfirm its flat¬ 
ness. As I painted, I enjoyed 
working with the many colors 
that went into the white of 
Kaja’s shirt and the flesh tones 
face as a result of the 
and shad- 
The light also 


changed the color of her hair 
to a rich gold. So what might 
have been a rather pedestrian 
picture of a woman in a white 
blouse became one of my 
favorite works as a result of the 
early evening light 

—Margaret Organ-Kean 

Playing with 
Autumn Willow 

C reatures are one of the 
most effective means of 
dealing damage in Magic, but 
they’re also extremely vulnera¬ 
ble. Most decks have some way 
to deal with them, using direct 
damage or cards such as Terror 
or Swords to Plowshares, but 
what if a creature cannot be 
targeted at all? A “bulletproof ” 
creature is not only a difficult- 
to-stop source of damage, but 
it also makes cards such as 
Terror and Swords to 
Plowshares effectively dead 
draws for your opponent. 
Autumn Willow is such a 
creature, a formidable damage- 










It youve always wanted to 
know more about a particular 
Magic card, send your request 

to: Leng Reference Desk, c/o 
The Duelist, P.O. Box 707 y j 
Rentoriy WA 98057*o^email J 

us at: duelist@w® rdsxam. 


Background by Daniel Gelon 


flee, for there is a tale of a great Spectral 
Bear that once consumed an entire goblin 
village, shacks and all, in a single night 
of feasting. 

Autumn Willow gained a motherly affinity 
for the Folk of An-Hawa, but with the set¬ 
tlement of these fragile creatures came new 
raids from the goblins to the east. She creat¬ 
ed new creatures from nothingness—giving 
life and hunger to the Hungry Mist and 
breathing the host of Faeries into exis¬ 
tence—to watch over her Wood. Traders and 
travelers were allowed to walk the twisty 
roads, but any creature or being who entered 
into her foreboding Wood intent on pillage 
or war rarely returned—presumably hunted 
down by Spectral Bears, or consumed by 
Root Spiders, huge arachnids rumored to be 
as intelligent as small children and capable 
of catching and eating small horses. 

On the evening that Feroz died, Autumn 
Willow had a vision of Baron Sengir marching 
the survivors of a terrible war into another 
world. The sending rang so loudly of prophe¬ 
cy that she had to act upon it. She redoubled 
her efforts to keep the vampires and undead 


dealer that’s invulnerable to 
spells and effects that target it. 
As such, Autumn Willow can 
provide the backbone of a very 
effective deck, and another 
nearly invulnerable creature, 
Blinking Spirit (0: Return 
Blinking Spirit to your hand), 
can provide a nice complement. 

With these two creatures to 
deal damage, the deck needs to 
be filled out with cards that 
maintain defense and control. 
Both Autumn Willow and 
Blinking Spirit have fairly 
high casting costs, so you want 
to protect yourself early on in 
the game until you have a 
chance to play them. One 
method of protection for slower 
decks is to gain as much life as 
possible, and cards like 
Fountain of Youth, Ivory 
Tower, Reverse Damage, Spirit 
Link, and Zuran Orb are 
excellent for this. You may also 
need to destroy creatures, arti¬ 
facts, and enchantments, so 
Arensons Aura, Disenchant, 


from traversing through her Wood and 
worked harder at maintaining her defenses. 


Shortly thereafter, Feroz’s Ban started to fail, 
and she felt the energies that sustained her 
begin to fade. She knows that with her cur¬ 
rent strength, she may have a chance at 
restarting the mana channels, thus, over time, 
turning the world from a wasteland back into 
one rich with life. However, this will likely 
cost the lives of every creature in the 
Homelands. She is willing to destroy herself 
and Baron Sengir for the greater good, but 
she cannot bear to kill the Folk of An-Hawa. 


But if Autumn Willow doesn’t use her power, 
then the strength of the Homelands will fade 
until even she ceases to exist, and what she 
saw in the vision may indeed come true. 

Now Autumn Willow is at a loss for what to 
do and is trying to find some third option, 
some miracle, because to destroy all the ones 
that she loves brings a cruelty that even a 
creature derived from balance and nature 
cannot endure. So she waits for a miracle 
that will keep her from using the very primal 
forces of nature against those that she loves 
more than life. 
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Swords to Plowshares, 
Hurricane, and Wrath of God 
are good choices as well. 

Finally, you want to have con¬ 
trol of what’s on the playing 
field. Cards like Sylvan 
Library, Forgotten Lore, Jalum 
Tome, Barbed Sextant, and 
Land Tax help you quickly 
cycle through your library. 

Your main concern is to keep 
in mind Autumn Willow’s 
strengths and keep from inad¬ 
vertently countering them. For 
example, while Fyndhorn or 
Llanowar Elves seem like good 
additions to the deck—they 
provide fast mana for getting 
out your expensive creatures — 
your opponent will probably 
have a hand full of anti-crea¬ 
ture cards that she hasn’t been 
able to use on Autumn Willow 
and Blinking Spirit. This deck 
capitalizes on your opponent’s 
having dead cards in her hand, 
and if she can’t use her Terror 
on Autumn Willow, she will 
most certainly use it on Elves. 


“The Untouchables”: 


4 Autumn Willow 
2 Hurricane 
1 Sylvan Library 
1 Forgotten Lore 
1 Primal Order 


4 Blinking Spirit 
4 Swords to Plowshares 
4 Wrath of God 

1 Reverse Damage 

2 Disenchant 
2 Spirit Link 

1 Divine Offering 
1 Land Tax 
1 Arensons Aura 
1 Balance 


1 Jalum Tome 
1 Ivory Tower 
1 Fountain of Youth 

1 Zuran Orb 

2 Barbed Sextant 

1 Icy Manipulator 


11 Forest 
13 Plains 


—Melody Alder 













Wizards of the Coast Introduces 
Professional Tournament Circuit 


by Jeff J. Lin 


izards of the Coast has unveiled plans for a series of pro¬ 
fessional Magic: The Gathering® tournaments in 1996 with its 
Black Lotus Professional Tour. 

The kick-off event, to be held Presidents’ Day weekend, Feb. 
16-18 in New York City at the Puck Building (295 Lafayette St.), 

| will feature two tournaments with a combined purse of $60,000. 
According to Skaff Elias, the tour concept designer, there will 
be at least five events in 1996 as part of the Pro Tour, each of 
which will take place in different cities throughout the U.S. 

“The professional tournament events next year are an attempt 
to reward intelligent and competitive players, and to show the 
viability of Magic as an intellectual sport,” said Elias. “We believe 
that classic games are undervalued as sport in our society, and 
Magic has the potential to be one of the truly classic games.” 

The New York tournament will be split into two divisions, a 
. Senior division and a Junior division for players ages 18 and under. 
Each tournament will have a total purse of $30,000, with the first- 
place player winning $12,000. Junior division winners will be 
awarded prizes in the form of scholarships instead of cash. 

The Senior competition will be a 256-player, Swiss-style tour¬ 
nament, with single-elimination finals. The play format will be 
Type II constructed deck, with the added requirement that players 
must have a minimum of five cards from Fourth Edition IM and 


each available expansion (Fallen Empires ™, Ice Age™, Chronicles T 
Homelands ™) in their decks and/or sideboards. 

Elias said that play format will vary from one professional tour¬ 
nament to the next. “We want to showcase all the different ways to 
play Magic, so expect to see a lot of variety in the events,” he said. 
“A large part of Magic’s appeal is the variety of ways it can be 
played, and we hope the Pro Tour sends this message to the play¬ 
ers, as well as providing a high-profile forum for us to suggest new 
ways to play.” 

But fans of the standard formats shouldn’t despair. “Expect to ^ 
see Type I, Type II, and Sealed-Deck tournaments at the profes¬ 
sional level,” he said. “All three of these event types will be the 
mainstay of DC (Duelists’ Convocation) tournaments next year, 
and testing players’ skills in these areas will be crucial.” 

Competitors in the Pro Tour will be awarded points based on 
performance in Black Lotus events over the course of 1996. “At the 
end of the year [we will] crown an overall winner,” said Elias. 

“This winner will have to show skill at many different formats, 
and will ideally know Magic well enough to adapt to any format.” 

In order to ensure a high level of competition, tournament 
organizers invited many of the best Magic players in the world to 
compete in New York, among them: all the competitors from the 
1995 World Championships held last August, the twenty-five top- j 


A Look at the Top Contenders 


The professional tournament at the Puck Building in New York City Feb. 16-18 has attracted many of the top 
Magic players in the world. Players from Italy, Switzerland, the United States, France, Finland, Austria, Belgium, 
Germany, Sweden, Australia, England, and Canada will all be vying for a $30,000 purse. 

In addition to most of the participants in the 1995 World Championship, the top eight finishers from the ’95 
U.S. Nationals, the top two finishers from each of last year’s U.S. Regional championships, and the twenty-five top- 
ranked Duelists’ Convocation members were all invited to participate. Most have confirmed that they will compete. 

This first professional tournament promises to be the largest assembly of top Magic players in any one competi¬ 
tion to date. Here, in no particular order, are some names to look for among the contenders: 


Alexander Blumke: 

Blumke, from 
Geneva, Switzerland, 
is the current World 
Champion. A cau¬ 
tious, deliberate player 
who always seems to 
win when it counts, 


Blumke first made his way through the 
Swiss championship, and struggled 
through the qualifying rounds at the 
World Championship. 


Marc Hernandez: 

Hernandez, the 1995 
French champion, 
was the runner-up at 
last year’s World 
Champion-ships. 

The Paris resident is 
consistently ranked 
among France’s top five players and plays 
in tournaments across Europe. 


Chip Hogan: 

Hogan (see profile, p. 
86) won his tourna¬ 
ment spot by winning 
one of the Homelands 
premiere tournaments 
in New York last 
October. Mistakes 
kept him from qualifying for last year’s 
U.S. Nationals. The reigning Type I 
National Champion, Hogan is anxious to 
prove himself in Type II environments. 
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inked Duelists’ Convocation members; the top eight finishers at 
the 1995 U.S. Nationals; and the top two finishers from each of 
the 1995 U.S. Regional championships. Remaining spots in the 
tournament were opened to the public Dec. 14 and sold out 
within two hours. 

‘The tournaments right now include both invitations to top- 
| ranked DC members and some open slots,” said Elias. 

‘Eventually, just as in a professional sport, for the highest-level 
tournaments, we hope to have all the players qualify based on skill. 

“Eventually this will mean players with high DC rankings, or 
those that have done well in open’ sanctioned tournaments, will 
be the ones given slots to participate in the premier events.” 

According to Mark Rosewater, the Pro Tour’s player liaison, the 
professional tournaments are an attempt to stratify Magic play. 

“We’re trying to create a system where there are layers of players,” 
he said. “There will be the top professional Magic players, who 
in make a living off playing Magic.” The second level would con¬ 
sist of people in “feeder” tournaments, regional tournaments where 
players would be able to earn spots in the professional events. 

The third level would be 
composed of those who play in 
local tournaments but not in the 

larger area tournaments. ^ 'T 

“We will have partners run¬ 
ning smaller events which feed 
the larger ones, so players at any 
level can participate in play,” 

[ Elias said. 

|; Another goal of the profes¬ 
sional tournaments is to build up 
Magic as a spectator sport. 


Organizers are planning to charge $10 for tickets to the event. 

With the advent of big-league money into Magic, however, the 
possibility of big-league cheating has become a major concern. 
“Security at the first event will be high,” said Elias. “We will be 
watching closely for misplays and cheating. Cheating may result in 
the player being banned from all future tournaments, as well as the 
Duelists’ Convocation.” 

Plans for the second professional event are already being final- 
ized. The event has tentatively been scheduled to be held in Long 
Beach, CA, the first weekend in May. There has been no confirma- B 
tion on the prize purse, though organizers say it should be substan- , 
dally larger than the first. “The prizes should only grow for the big 
events,” said Elias. 

Other future plans include holding some of the Pro Tour 
events abroad. “ [Some of the tournaments will be held] eventually | 
in Europe, because we want to give as much access to the circuit as 
possible,” Elias said. “Magic is played across the globe, so the tour¬ 
naments should be held worldwide as well.” 
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Mark Justice: 

The current U.S. 

Champion, Justice, 
from West Valley 
City, Utah, made it 
to the round of four 
in the 1995 World 
Championships. At 
the U.S. Nationals, 
he won two sanctioned Type I tourna¬ 
ments while the preliminary qualifying 
rounds were being run. 

Bertrand Lestree: Lestree, from France, 
| was the 1994 French Champion and the 
1994 World Championship runner-up. 
f Lestree was ejected from last year’s 
French National Championships after a 
I dispute with a judge. 

Lestree’s desire for a rematch with 
’94 champion Zak Dolan, who is 
also competing, is great. “I will be 
I really pleased to play against 



Zak Dolan again,” he says. “He was too 
lucky last time.” 

Ivan Curina: Curina, the current Italian 
National Champion, placed in the top 
eight at the 1995 World Championship. 
Teammate Andrea Redi also made it to 
the final eight at the World Champion¬ 
ship last year. 

Henry Stern: Stern, from Los Angeles, 
made it to the semifinals at the World 

Championship last 
year before losing to 
France’s Marc 
Hernandez. He fin¬ 
ished the champi¬ 
onships tied for the 
most individual 
points. Stern was 
ranked in the 
Duelists’ Convocation Top 25 in 1995. 
An aerospace engineer by trade, Stern 


uses mathematical models and statistical 
analysis to aid his deck construction and j 
play strategies. 

4 

Henri Schmidt: This 18-year-old student 
from Helsinki, Finland, was the youngest 
competitor to place in the top eight at 
the World Championships last year. 


1 


Mu Luen Wang: The 1995 Austrian 
National Champion, Wang made it to 

the round of eight at 
last year’s World 
Championships. 

Highly competitive, 
Wang actually arm- 
wrestled a competi¬ 
tor during the World 
Championship for dl 
the right to go first. : 










Wizards of the Coast’s Experimental 
Tournament System 

Created by the Magic R&D team and compiled by Rich McGatha and Mark Rosewater 


CARD POINT VALUES 


Air Elemental 

1 

Lightning Bolt 

Ali from Cairo 

3 

Mahamoti Djinn 

Ancestral Recall 

5 

Mana Drain 

Armageddon 

2 

Maze of Ith 

Army of Allah 

1 

Mind Twist 

Ashnod’s Altar 

3 

Mirror Universe 

Badlands 

1 

Mishra’s Factory 

Balance 

4 

Mishras Workshop 

Ball Lightning 

1 

Mox Emerald 

Bayou 

1 

Mox Jet 

Bazaar of Baghdad 

1 

Mox Pearl 

Berserk 

4 

Mox Ruby 

Black Lotus 

5 

Mox Sapphire 

Black Vise 

3 

Nether Void 

Blood Lust 

1 

Old Man of the Sea 

Braingeyser 

3 

Orcish Lumberjack 

Candelabra of Tawnos 

4 

Plateau 

Chain Lightning 

2 

Preacher 

Channel 

6 

Psionic Blast 

Clone 

1 

The Rack 

Control Magic 

1 

Regrowth 

Copy Artifact 

3 

Relic Barrier 

Counterspell 

2 

Rukh Egg 

Dance of Many 

1 

Savannah 

Dark Banishing 

1 

Scrubland 

Dark Ritual 

2 

Sedge Troll 

Deflection 

1 

Sengir Vampire 

Demonic Consultation 

1 

Serendib Efreet 

Demonic Tutor 

3 

Serra Angel 

Desert 

1 

Shivan Dragon 

Diamond Valley 

1 

Sinkhole 

Disenchant 

1 

Sol Ring 

Dragon Whelp 

1 

Spirit Link 

Drop of Honey 

3 

Stasis 

Erhnam Djinn 

1 

Strip Mine 

Eureka 

2 

Swords to Plowshares 

Forcefield 

3 

Taiga 

Fork 

4 

Terror 

Gauntlet of Might 

2 

The Abyss 

Giant Growth 

2 

Time Elemental 

Goblin Grenade 

1 

Time Walk 

Guardian Beast 

2 

Timetwister 

Hymn to Tourach 

2 

Tropical Island 

Hypnotic Specter 

1 

Tundra 

Icy Manipulator 

1 

Underground Sea 

Incinerate 

1 

Underworld Dreams 

Ivory Tower 

4 

Unstable Mutation 

Jesters Cap 

1 

Volcanic Island 

Juggernaut 

1 

Wheel of Fortune 

Juzam Djinn 

1 

Word of Command 

Kird Ape 

2 

Wrath of God 

Land Tax 

2 

Zuran Orb 

Library of Alexandria 

5 

Zur’s Weirding 


Want to try a new Magic tournament format? The Magic 
R&D team (the people who develop all Magic cards) has creat¬ 
ed an experimental, point-based, deck-construction system that 
allows a great deal of freedom while still ensuring game balance. 

The idea of setting up a system of restrictions is neither new 
nor unfamiliar to most players. When Magic: The Gathering® 
was created, players could have as many of a particular card in 
their decks as they wanted, with Plague Rats being a perfect 
example of a card intended to increase in potency as it grew in 
number. Unfortunately, this idea didn’t work in practice. Certain 
cards proved too degenerate and the Duelists’ Convocation insti¬ 
tuted deck-construction rules (no banned cards, one of each 
restricted card, and only four of any other card). These rules 
were quickly adopted by players, ending the chance of ever play¬ 
ing a mean, tournament-level Plague Rat deck. 

Realizing that most cards were not a problem in large num¬ 
bers, the Magic R&D team created a new tournament type, one 
that allows players to use multiples of most cards but that limit¬ 
ed the number of degenerate cards in any one deck. The end 
result is as follows; enjoy, and may your Plague Rats flourish. 


Deck-Construction Guidelines 


Your deck must contain at least sixty cards. 

You may have no more than ten of any one card in your 
deck and sideboard. 

Any card not appearing on the Card Point Values list has a 
value of zero. 

You may have no more than twenty points in your deck 
and sideboard. You have three sideboard options under this 
system: 

Option 1: No Sideboard for zero points. 

Option 2: A ten-card sideboard for one point. 

Option 3: A twenty-card sideboard for two points. 

The following cards are banned in this tournament 
structure: 

—Ante cards —Divine Intervention 

—Chaos Orb —Falling Star 

—Shahrazad 
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A Word From The Staff 


T he Duelists’ Convocation is 
pleased to present the official 
sanctioned tournament rules for 
Vampire: The Eternal Struggle.™ These 
rules were designed to accommodate 
players who wish to build tournament 
decks with cards from both Vampire: 

The Eternal Struggle and Jyhad™, as 
well as from Dark Sovereigns™ and future 
expansions. We think these rules reflect a 
well-balanced tournament environment 
that will provide an exciting challenge to 
veteran players and novices alike. The 
DC would like to thank Matt Burke, 
Tom Wylie, Paul Peterson, and Steve 
Bishop for their assistance in creating 
these rules. Let the bleeding begin! 

Were also happy to bring you the 
final installment of the sanctioned 
Magic: The Gathering™ tournament 
rules: Sealed Deck! This tournament for¬ 
mat is rapidly becoming a favorite of 
players all over the world. While the luck 
factor is somewhat higher than in con- 
structed-deck tournaments (such as Type 
I and Type II), most players agree that 
such a limited environment is also an 
excellent test of skill. As Chip Hogan, 
one of the winners of the Magic: The 


Gathering I Homelands™ sealed-deck 
tournament said, “Sealed Deck is cool! It 
forces a player to consider cards he might 
not normally include in a tournament 
deck; it also teaches you to use cards in 
new ways you never thought of before.” 

The Duelists’ Convocation would also 
like to take this opportunity to introduce 
to you its 1996 core staff. These are the 
people whose dedication and enthusiasm 
makes it possible for players around the 
world to enjoy sanctioned tournaments. 

Jason Carl, Director 
Heather Henricks, Project Coordinator 
Logan Grey, Ratings Administrator 
Rikki Beatty, Membership Agent 
Tres Henry, Sanctioning Agent 

Changes Made to 
Tournament Ranking System 

A nother new change for 1996 that 
should be of interest to tourna¬ 
ment competitors is the Duelists’ 
Convocation’s new policy of tracking the 
ratings of all participants in sanctioned 
tournaments, including non-DC mem¬ 
bers. Note that the ratings for non-DC 


members will not be publicly available 
and do not make that player eligible to 
compete in the events leading to the 
World Championship (until that player 
joins the DC). 

For DC members, this means that 
every match you play in a sanctioned 
tournament will be rated, rather than just 
matches against other DC members. 

Now members will be able to reach estab¬ 
lished rating status much more rapidly 
than was previously possible, and their 
rating will be much more indicative of 
their actual skill level in the real world, 
not just within the ranks of the DC. 

Additions to the Banned 
and Restricted Lists 

A s of January 1, 1996, Mind Twist 
is added to the Duelists’ 
Convocation Type I and Type II 
Banned Lists, and Black Vise has been 
added to the Restricted Lists. These 
changes are effective as of February 1, 
1996. {Do you think that the DC should 
restrict Black Vise and other powerful cards 
in Type II tournaments, but not Type I ? 
Respond to the At Issue question, pg. 124.) 
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TOURNAMENT NEWS 


Official Magic: The Gathering 
Sealed-Deck Tournament Rules 


Deck Construction Rules 

T he standard rules for Magic: The 
Gathering apply to sanctioned tour¬ 
nament play, except where amended by 
these rules. In cases where the official 
tournament rules differ from the basic 
rules of Magic, the official tournament 
rules take precedence. 

1. Decks may be constructed using the 
contents of 1 (one) sealed starter deck (60 
cards) of the latest edition of Magic: The 
Gathering cards or 1 (one) sealed starter 
deck (60 cards) from any currently avail¬ 
able (as determined by the Duelists’ 
Convocation) Magic: The Gathering 
stand-alone expansion (e.g., Ice Age™', and 
any combination of the following, which 
must result in a starting total of 80 
(eighty) to 120 (one hundred and 
twenty) cards. 

a. The latest edition Magic: The 
Gathering sealed booster pack, 

b. The latest edition Chronicles ™ sealed 
booster pack. 

c. Any currently available (as determined 
by the Duelists’ Convocation) Magic: 

The Gathering stand-alone expansion 
(e.g. Ice Age) sealed booster pack, 

d. Any currently available (as determined 
by the Duelists’ Convocation) Magic: 

The Gathering limited expansion (e.g. 
Homelands) sealed booster pack, 

e. The latest edition (as determined by 
the Duelists’ Convocation) Magic: The 
Gathering sealed starter deck, 

f. Any currently available (as determined 
by the Duelists’ Convocation) Magic: 

The Gathering stand-alone expansion 
(e.g. Ice Age) sealed starter deck. 

• Note on play with non-English lan¬ 
guage cards: All elements of official tour¬ 
nament play where translational differ¬ 
ences may appear (such as differences in 
card title, card text, rules, tournament 
rules, or rulings) will be interpreted 
according to the most current English- 
language versions. 

2. The tournament deck must contain a 
minimum of 40 (forty) cards, with no 
imposed maximum. In Sealed-Deck play, 
any cards from the starter deck and boost¬ 


er^) not used in the tournament deck will 
function as that player’s Sideboard. The 
total number of cards in a player’s deck 
and Sideboard combined may change dur¬ 
ing the course of play, as Sealed-Deck 
tournaments require the wagering of ante 
(see Modifications to Standard Floor 
Rules #4, below). The use of the 
Sideboard is further explained in the 
Modifications to Standard Floor Rules #3. 

Important note: New releases of Magic: 

The Gathering (e.g. a new expansion or 
new edition of the basic set) may be used in 
sanctioned Sealed-Deck tournament play 
immediately on the date of retail release, 
provided the tournament coordinator sup¬ 
plies them for the tournament. 

3. Due to the natural limiting effect of 
Sealed-Deck play, as well as the fact that 
ante must be wagered in the Sealed-Deck 
tournament, there are neither Restricted 
nor Banned Lists for this style of 
tournament. 

Optional Rule: At the Judge’s discretion, 
players may add exactly 4 (four) basic 
lands of their choice to the deck. These 
land cards must be issued by the tourna¬ 
ment staff after the deck construction 
period (see Sealed-Deck Floor Rule 
#SD2) and in such a way as to take care 
that each player receives up to, but not 
more than, 4 (four) additional basic 
lands. (Using the player sign-in list or 
checkmarking the players’ index cards as 
they receive their lands may be good 
methods.) This pool of basic lands can be 
from an individual collection, or can be 
formed by having each player donate one 
of each basic land to create the pool as 
part of any entry fees at the tournament. 

Sealed-Deck Floor Rules 

S ealed-Deck tournaments will use the 
Standard Floor Rules, except for the 
following additions and modifications to 
the Standard Floor Rules. There are four 
additional Floor Rules specific to a 
Sealed-Deck tournament. 

SD1. Players are responsible for provid¬ 


ing their own sealed decks and boosters 
for use in the tournament, except in 
cases where the decks and boosters are 
provided for them by the tournament 
organizers. If an entry fee is charged for 
the tournament, the fee shall not exceed 
the manufacturer’s suggested retail price 
plus applicable sales tax for the cards 
allotted to and received by the player, 
plus an additional amount within the 
normal sanctioning parameters allowable 
by the sanctioning Duelists’ 

Convocation office. 

SD2. Prior to the first round’s pairings, 
the Judge should allow a period of 43 
(forty-five) minutes for players to con¬ 
struct their decks. All players in the tour¬ 
nament must open and construct their 
tournament decks during the same 43 
(forty-five) minute period. The Judge 
must announce a warning to the players 
at the 40 (forty) minute mark that only 5 
(five) minutes remain in the deck- 
construction time period. Players must 
have their decks constructed prior to the 
end of this allotted time. If a player has 
not completed deck construction at the 
end of the allotted time, this may be 
interpreted by the Judge as a Declaration 
of Forfeiture. In the event that all players 
in the tournament have completed deck 
construction prior to the end of the 45 
(forty-five) minutes, the tournament may 
commence without delay. 

SD3. A player may not open his or her 
sealed deck or booster(s) prior to the 
beginning of the time period allotted by 
the Judge. 

SD4. At no time prior to or during the 
tournament will trading of cards from the 
Sealed-Deck tournament deck or 
Sideboard be permitted between players 
or bystanders. 

Modifications to 
Standard Floor Rules 

Note: Rule numbers below correspond to 
Standard Floor Rules rule numbers. 

3. As written, but cards from the 





mm h* 










Sideboard need not be traded into the 
deck on a one-for-one basis; any number 
of cards may be added to or subtracted 
from the deck, provided that the playing 
deck contains a minimum of 40 (forty) 
cards when finished. Additionally, the 
requirement of Sideboards containing 
exactly 15 (fifteen) cards is dropped. 

I 

I 4. In Sealed-Deck tournaments, players 
are required to wager ante. Cards won as 
ante may be introduced into the playing 
| deck at any time that a Sideboard use is 
I allowed (i.e., in between duels or match¬ 


es). A player unable to field a deck of at 
least 40 (forty) cards no longer has a legal 
deck and will be removed from 
the tournament. 

Note: Standard Floor Rule #11 (Judge's right 
to terminate an excessively long match) may 
come into play more often in a Sealed-Deck 
tournament , as many decks constructedfrom 
such a limited environment may grind into a 
near-stalemate situation when played against 
one another. Therefore, if any time limits are 
imposed per round ’ it may be desirable to 
extend the limit to 60 or 90 minutes, 


depending on the tournament. This extension 
is entirely at the Judges discretion and must 
be advertised in advance or announced to all 
players at the beginning of the tournament. 

Rules note: The Director of the Duelists 
Convocation reserves the exclusive right to 
add, delete, alter, polymorph, switch, color- 
lace, sleight of mind, magical hack, or in any 
other way change these or any other official 
Duelists Convocation rules, in whole or in 
part, with or without notice, at any time 
that it is deemed necessary or desirable. 


Official Vampire: The Eternal Struggle 

Tournament Rules 


Deck Construction 
Rules 

I 1 • Vampire: The Eternal Struggle tour- 
I nament decks may be built using cards 
I from the Jyhad, Vampire: The Eternal 
I Struggle and Dark Sovereigns card sets. 

I Cards from new releases may not be 
I included in sanctioned tournament play 
I until 30 (thirty) days following the retail 
I release date. If you use cards from more 
I than one set, read the rules on marked 
I decks (see Deck Construction Rules #5). 


I Optional Rule: Prior to the beginning of 
I a sanctioned tournament, the Judge may 
I declare that players who build decks from 
I cards from both Jyhad and Vampire: 

I The Eternal Struggle sets should ensure 
I that between forty and sixty percent of 
I their library be from the Jyhad set. The 
I tournament coordinator must announce 
I and advertise use of this rule prior to the 
1 start of the tournament. 




2. The crypt must contain a minimum of 
12 (twelve) Vampire cards. The crypt can 
be made up of Vampires from either the 
Jyhad or Vampire: The Eternal Struggle 
card sets, but not both. There is no maxi¬ 
mum on the number of Vampires that 
can be in your crypt. The library will 
contain a minimum of 60 (sixty) cards 
and maximum of 90 (ninety) cards total. 


3. The Restricted List: 

No more than 6 (six) of each of the cards 
on the Restricted List is allowed in a 

Vampire: The Eternal Struggle tourna¬ 
ment deck. If more than 6 (six) of any 


individual card from the Restricted List is 
found in a player’s deck, that will be 
interpreted by the Judge as a Declaration 
of Forfeiture. The Restricted List may be 
modified by the Director of the Duelists’ 
Convocation as necessary. The Restricted 
List is as follows: 

•Ancilla Empowerment 

• Conservative Agitation 

• Domain Challenge 

• Earth Meld 

• The Fifth Tradition: Hospitality 

• Form of Mist 

• Freak Drive 

• Kine Resources Contested 

• Majesty 

• Parity Shift 

• Sabbat Threat 

4. The Banned List: 

The following cards are banned from 
tournament play: 

• Cunctator Motion 

• High Stakes 

• Rowan Ring 

• Stake (from Jyhad) 

• Monocle of Clarity 

• Playing For Keeps 



Some cards on the Banned List are not 
allowed because they clearly state that 
they are only usable if playing for ante. 
Wagering ante is not required in a 
Vampire: The Eternal Struggle tourna¬ 
ment (see General Floor Rules #2). Any 
future cards that make the same state¬ 
ment will subsequently be banned. This 
list may be modified by the Director of 
the Duelists’ Convocation as necessary. 

5. Marked Decks. If a contestant, 
Assistant Referee, or Judge has reason to 
believe another contestant has marked his 
or her deck, the Referee or Judge may 
inspect the deck. If any of the deck-stack¬ 
ing restrictions described below are 
breached, this is considered a Declaration 
of Forfeiture, and the contestant will be 
removed from the tournament. 

All library cards from the Jyhad or 
Vampire: The Eternal Struggle card sets 
must be of sufficiently mixed card 
types—that is, Master and Dominate 
cards must appear with both Jyhad backs 
and Vampire: The Eternal Struggle 
backs, or Jyhad cards must include at 
least three different card types. All crypt 
cards must appear with either Jyhad 
backs or Vampire: The Eternal Struggle 
backs. They cannot have both. 

Adjudication and 
Playing Areas 

1. Vampire: The Eternal Struggle tour¬ 
naments will be presided over by a Judge, 
who may be assisted by as many Assistant 
Referees as necessary. Neither the Judge 
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nor the Assistant Referees may play in a 
tournament that they are adjudicating. A 
Judge may be required to interpret rules, 
interpret a Declaration of Forfeiture, or 
make any other adjudication as necessary 
during the tournament. The Judge is also 
responsible for maintaining the tourna¬ 
ment records. Assistant Referees will aid 
by answering rules questions on the floor, 
assisting with matching players for a new 
round, and making themselves available 
to the Judge for any other required assis¬ 
tance. The Judge may overrule any deci¬ 
sion made by an Assistant Referee. The 
decision of the Judge is always final. 


2. A “table” is defined as a playing area 
where four or five players are competing 
in a game of Vampire: The Eternal 
Struggle in a Vampire: The Eternal 
Struggle tournament. A Vampire: The 
Eternal Struggle tournament must have 
a minimum of 12 (twelve) players, and a 
minimum of 3 (three) tables per round 
(excluding finals). Each table must have 
a minimum of 4 (four) players at the 
start of the game. 


3. An index card (or reasonable facsimile) 
with a player’s name and other tourna¬ 
ment information will be prepared for 
each player in the tournament. Cards 
will be shuffled and grouped randomly 
before tables are assigned for each round 
of the tournament (excluding finals). 
Alternatively, tournaments may use a 
computerized system for generating 
random groupings for each round, pro¬ 
vided that the Judge can keep accurate 
records of each player’s points through¬ 
out the tournament. 


4. For each round, players will be 
randomly assigned in groups of 3 (five). 
In the event that the number of players 
is not evenly divisible by five, players 
should be assigned in groups of four 
and five; most groups should consist 
of five players. 


5. Each table has five positions (num¬ 
bered one through five) arranged clock¬ 
wise around the table. The first player 
assigned to a table occupies position one, 
the second player occupies position two, 
and so on. When play begins for the 
round, the player in position one plays 
first (with one transfer allowed), followed 


by the player in position two (with two 
transfers allowed), and so forth. At tables 
with only four players, the empty posi¬ 
tion for turn rotation is ignored. 


General Floor Rules 


1. Players must use the same deck they 
have at the beginning of the tournament 
throughout the tournament. Changing or 
altering a tournament deck during the 
tournament may be interpreted by the 
Judge as a Declaration of Forfeiture. 


2. Players are not required to wager ante 
during the tournament. Players may play 
for ante, provided that all participants at 
the table give their consent, though this 
agreement does not allow the inclusion of 
banned ante cards in a tournament deck. 
Ante cards won in a tournament must be 
kept separate from the tournament deck 
and may not be used in the tournament 
in any capacity. If the loss of ante cards 
from a player’s deck reduces the deck 
below 60 (sixty) cards, the player no 
longer has a legal tournament deck and 
will be removed from the tournament. 


3. The use of plastic card sleeves or other 
protective devices on players’ cards will 
only be allowed if all players at the table 
agree to allow them in the round. If any 
player at the table does not wish card 
sleeves to be used in the round for any 
reason, all sleeves must be removed from 
all decks at that table for the duration 
of the round. 


4. The use of “proxy” cards in the tour¬ 
nament deck is not allowed. A proxy 
card is one that has been placed into the 
deck to represent another card. For 
example, using a card with the words 
“Aaron’s Feeding Razor” written on it 
because the player doesn’t want to play 
with his actual Aaron’s Feeding Razor 
will not be permitted. 


5. Players must keep the cards in their 
hands above the level of the playing surface 
at all times. If any player violates this rule, 
the Judge may issue a warning to the player 
or interpret the violation as a Declaration 
of Forfeiture, at the Judge’s discretion. 


6. Players may not have any outside assis¬ 
tance during a match. If a player violates 


this rule, the Judge may issue a warning 
to the player or interpret the violation as 
a Declaration of Forfeiture, at the 
Judge’s discretion. 


7. Unsportsmanlike conduct will not be 
tolerated at a tournament. Players, 

Judges, and Assistant Referees will con¬ 
duct themselves in a polite, respectable, 
and sportsmanlike manner. Any player 
who is excessively belligerent, argumenta¬ 
tive, hostile, or unsportsmanlike may 
receive a warning or have this behavior 
interpreted as a Declaration of Forfeiture, 
at the Judge’s discretion. 


8. Players must take their turns in a time¬ 
ly fashion. While taking time to think 
through a situation is acceptable, stalling 
for time is not. If the Judge feels that a 
player is stalling to take advantage of a 
time limit, the Judge may issue a warning 
or interpret the stalling as a Declaration 
of Forfeiture, at the Judge’s discretion. 


Scoring 


1. One player at each table will be 
appointed as that table’s scorekeeper by a 
tournament official. At the conclusion of 
each round, a tournament official will 
collect the scores for that table from the 
scorekeeper and register the standings 
with the Judge. 


2. There are three different types of points 
used in a Vampire: The Eternal Struggle 
tournament. They are listed here in 
descending order of status. Victory points 
are awarded when a player’s prey is ousted 
and when a player survives a round. 
Tournament points are awarded based on 
a player’s table ranking at the end of a 
round. Blood points are awarded based on 
the amount of blood a player controls at 
the end of a round. Victory points are the 
primary indicator, with tournament 
points and blood points used as the first- 
and second-degree tiebreakers. 


3. A player receives 1 (one) victory point 
each time he or she ousts his or her prey 
during the game. A player receives an 
additional half victory point if he or she 
has not been ousted by the end of the 
round, unless that player is the last one 
surviving at the table, in which case, he or 
she gets a full victory point (as outlined in 
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the Vampire: The Eternal Struggle 

rules). Players are then ranked at their 
table from First to Fifth, where the player 
with the most victory points places First. 
4. Tournament points are awarded each 
round as follows, provided that table had 
five players at the beginning of the round: 
First = 60 pts., Second = 48 pts., Third = 
36 pts., Fourth = 24 pts., Fifth =12 pts. 

If only four players are at a table, they are 
ranked as First, Second, Fourth, and 
Fifth—the Third place slot is taken by 
the “table bye” (an empty position). If 
more than one player is tied for a certain 
table ranking, the tournament points con¬ 
tended will be averaged (see Scoring 
Examples below). 

Scoring Examples: 

Example 1 : Five players are at the table. 
Players A and B each ousted one prey and 
survived the round. Players C and D were 
the unfortunates ousted by A and B, and 
they did not oust any prey. Player E oust¬ 
ed no one, but survived the round. 

Players A and B each receive one-and- 
one-half victory points (one oust plus sur¬ 
vival each); player E receives one-half (for 
surviving); and players C and D receive 
no victory points. Players A and B tie for 
First (which really means First and 
Second), so they each receive 34 
Tournament points ([60+48] / 2 = 54). 
Player E is clearly Third, and receives 36 
Tournament points. Players C and D tie 
for Fourth (Fourth and Fifth), and each 
receives 18 tournament points ([24+12] / 
2 = 18). 

Example 2: Four players are at the table. 
Player A ousts one prey and survives the 
round. Neither player B nor C ousted 
prey, but both survived. Player D was 
player As victim. Player A receives one- 
and-one-half victory points; players B 
and C each get one-half of a point; and 
player D gets no points. Player A is 
clearly First, receiving 60 tournament 
points. Players B and C tie for Second 
(which is really Second and Fourth 
because Third goes to the “table bye”) 
and each receives 36 tournament 


points ([48+24 12 = 36]). Player D is in 
Fifth with 12 tournament points. 

5. Additionally, at the end of the round, 
each player must count the number of 
blood points he or she has left. Each player 
adds all of the blood left in his or her blood 
pool to the amount of blood on all of the 
active Vampires he or she controls. Players 
report this number to the scorekeeper, who 
verifies that the count is accurate. Blood 
points may be used as a second-degree 
tiebreaker, though this may be rare. 

Rounds 

1. Each round of the tournament must 
have a time limit declared by the Judge, 
with a minimum time limit of 2 (two) 
hours. The tournament coordinator must 
announce and advertise this time limit 
prior to the tournament. During the first 
20 (twenty) minutes, officials record any 
scoring from the previous round and reas¬ 
sign players to new matches; this is fol¬ 
lowed by a playing period of 1 (one) hour 
and 40 (forty) minutes. Ail players begin 
play at the same time. If all of the twenty 
minute set-up time isn’t used, the remain¬ 
der of the time may be added to the play¬ 
ing period. When only 5 (five) minutes 
remain in the allotted tournament time, the 
Judge should issue a five-minute warning. 

2. All play from a round will cease imme¬ 
diately when the Judge announces that 
the round is over. Players in mid-turn will 
be permitted to complete that turn before 
scores are calculated, up to a maximum 
time of one minute. “A player in mid¬ 
turn” is defined as a someone who, 


during his or her turn, has finished 
untapping all of his or her cards in play 
that could be untapped at that time. 

3. Each tournament must consist of a 
number of rounds determined by the 
Judge, with a minimum of 3 (three) 
rounds. The 5 (five) players with the 
highest total victory points from all three 
rounds advance to the final round. In a 
tie, the player with more tournament 
points from prior rounds advances to the 
final (first-degree tiebreaker). If players 
are still tied, the player with the largest 
total blood pool from prior rounds 
advances (second-degree tiebreaker). 
Finalists will be rated First through Fifth 
by victory points. 

Finals 

1. Table positions are not assigned in the 
final round. Instead, the first finalist has 
his or her choice of position, then the sec¬ 
ond finalist, and so on. Play for the final 
round commences normally. 

2. At the conclusion of the final round, 
the player with the most victory points 
from the final round alone is the winner 
of the tournament, with other players 
ranked accordingly by victory points. In 
case of ties, blood points from the final 
round alone are used as the tiebreaker. 

Failure to adhere to the above rules, or 
any other rules specific to a particular 
tournament, may be interpreted by the 
Judge as a Declaration of Forfeiture. Only 
the Judge may make an interpretation of 
a Declaration of Forfeiture. 

Rules note: The Director of the Duelists' 
Convocation reserves the exclusive right to 
add, delete, alter, transmute, switch, revise 
in second edition, seduce. Blood Bond, 
Dominate, Obfuscate, vote in or out with 
any Primogen, Prince, or Justicar that ever 
has been or ever will be printed, or in any 
other way change these or any other official 
Duelists' Convocation rules, in whole or in 
part, with or without notice, at any time 
that it is deemed necessary or desirable. This 
right is non-negotiable. 
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Rhndy Gringos 


Jenny Scott & Amy Weber 


Randy: [Grinning] Don’t tease me on 
my cheeseball publication. The Green 
Meese Studio newsletter goes to anyone 
who sends cards to be signed or asks for 
information or whatever. 


T \his has been a good month for 

Randy Gallegos. It started on the 
first of the month, when Duelist 
art director Amy Weber called to see if 
he’d like to be the next cover artist. Later 
in the month, Randy realized he was 
finally making enough from his freelance 
illustration career to quit his day job 
doing human modeling for a software 
development company. And today, the 
thirty-first day of October, it’s not only 
Halloween, it's Randys birthday. This tal¬ 
ented young man, 
whose use of light and 
mood would be impres- If 

sive in an artist twenty I 

years his senior, is turn- 
ing twenty-one today. Bm 

A driven, practical 

person with an intense B J3B B 
work el hie. Randy left 
California College of 
and Crafts in May 
of TRJl, when he had 
Cot ten everything out 
of it that /hej wantCd[ 
to. ” At about the same 
time, Randy got his first professional 
assignment: He took his portfolio to a Bay 
Area game store where Jesper Myrfors 
(Magic™ artist and former art director 
for Wizards of the Coast) was doing a 
signing. Randy says he gave Jesper a sheet 
of slides and a slide viewer and surround¬ 
ed him with paintings (some of which 
were enormous—Randy prefers to work 
large). After reviewing his work, Jesper’s 
first words to him were, ''Wouldyou like 
to work on Jyhad™?” 

Randy immediately agreed, and he’s 
been working ever since, illustrating games 
known for their high standards for art: 


Magic, Vampire ™, Shadowfist ™, 

Legend of the Five Rings™, and Middle- 
earth: The Wizards rM , among others. In 
fact, some of Randy s best work will appear 
soon in Wizards of the Coast’s new cyber¬ 
punk TCG, Netrunner™. 

Born and raised in San Jose, 
California, Randy cites the opportunity to 
travel as one of the great things about 
being a Magic artist. He attends many 
industry conventions, where he signs 
cards, spends time with other artists, and 
BHBI meets with prospective 
clients, and he tries to 
visit Wizards of the 
Coast in the Seattle 
area from time to 
; lj^B time. On this visit, 
Randy has brought 
with him his girlfriend 
I hhH of six years , Monica 

Pavliek. Randy says 
that she is “half 

teSSlr responsible for /his sue- 

i. ' V, cess/, because she eriti- 

B8& . JraH cizcs strongly." Monica 

believes that no one 
deserves that success more than Randy, 
whose self-motivation and determination, 
she tells us, inspire her immensely. We, 
too, are inspired by Randy, by his astonish¬ 
ing maturity, by the strength of his person¬ 
al values, by his guileless eagerness to learn 
and to communicate. In a local coffee shop, 
we talk with Randy about his precocious 
artistic talent, his goals for the future, and 
his thoughts about his growing career. 


is “Green Meese? 


Randy: I don’t answer that question 
anymore. 


Randy: The newsletter was an attempt 
to catch up in terms of recognition. I 
figured a newsletter would be a great 
way to keep my name in peoples heads. 
I don’t really have the time to be doing 
it, but I really enjoy doing it for people. 


Jenny: Randy, we’ve been admiring the 
little newsletter you put out. Tell us 
about it. 












































spend the next few years concentrating 
on all the studio classes, primarily draw¬ 
ing. I put them all together into this 
really intense course load, and in two 
years I managed to get all the studio 
courses that I wanted. The way I got 
away with it was that every semester I’d 
go to the counselor with the form list¬ 
ing the classes I was supposed to be tak¬ 
ing. He’d look it over, approve it, and 
then I’d go erase it and write in the 
classes I really wanted, and since he cl 
signed it, I got them. In two years I’d 
gotten everything I wanted out of the 
college and I was out. 


Then I figured out, 
“Well, I don’t need a 
degree to do illustra¬ 
tion.” So I decided to 


TOP: OLIVIA SALAZAR, FROM NETRUNNER (WIZARDS OF THE COAST) 

BOTTOM: MIRUMOTO DAINI, FROM LEGEND OF THE FIVE RINGS (ALDERAC ENTERTAINMENT) 


Amy: How did things go after college? 


People have called me and said really 
good things about it, so that’s enough. 
Makes me happy. And it’s free, too. I 
don’t know about you, but I love get¬ 
ting free stuff in the mail. 


When I was little I would always get on 
company mailing lists just so I could 
get mail. I would actually enjoy getting 
bills because it was mail. When Jyhad 
came out, it took about four months 
to get my first fan letter. I was just 
thrilled! Whoo! You know? First letter! 
They rolled in about once a month for 
a while, and then after Ice Age™ came 
out I was getting four or five a week at 
one point. 


they don’t understand. People have 
misconceptions about artists and about 
art, and so Margaret and I retrain 
them. It kind of eliminates the mys¬ 
tique of the artist because we’re so easy 
to contact, but I let the mystique come 
out with my art. 


Randy: At the beginning, I was doing 
work for nothing because I just wanted 
to be published first. For about the first 
five or six months after college, I didn’t 
see a penny. I didn’t even have a savings 
account until August. Everything I made 
I put back into my illustration, upgrad¬ 
ing my studio, making portfolios, and so 
on. I pumped a lot of money into it, but 
I see it as an investment. 


Jenny: I remember you saying that you 
had an unusual college experience. 
What was that like? 


Jenny: You’re pretty active on the 
Internet, aren’t you? 


Randy: Yes, I am, actually. Margaret 
Organ-Kean [also a Magic artist] and I 
are some of the most vocal ones in the 
Magic community on the Internet. I 
use it for entertainment pretty much, 
but you also hear a lot of good gossip 
on the Net. You hear people talking 
about their favorite artists, and you 
hear a lot of people basically blasting 
artists. I think people don’t like what 


Randy: Well, I spent three years at 
California College of Arts and Crafts. I 
spent the first year taking all of these 
required classes, which really sucked, 
basically. They make you 
take a full year of classes 
like Ethnic Diversity, to 
get you aware of other 
cultures, even though 
San Jose is the most cul¬ 
turally diverse city in the 
country. Plus, I’m not 
white, so I think I have a 
handle on that. 


One of my favorite paintings actually is 
“Seventh,” which I did for a small mag¬ 
azine here in Washington called Z*ro 
Gravity Free Fall that asked me to do a 
cover for them. They said, “We’re really 
a small magazine, and we can only pay 
sixty-five dollars.” And I said, “It’s a 
cover, it’s a magazine, I’ll get it printed 
and put it in my portfolio. I’ll do it.” 




































really good value studies. (“Value” is an 
art term that refers to the interplay of 
dark and light shapes in a composition.) 


Amy: Is it true you’re color blind? 


Amy: How is being a full-time illustra¬ 
tor? Are you working all the time? 


Randy: Yeah, Fm red-green color blind. 
Pretty much like a dog. You know, 
Anson [Maddocks, also a Magic artist] 
is color blind, too. We were at dinner 
one time talking about it, and he said, 
“This is really great green sauce, isn’t 
it?” And I said, “Yeah, it’s really good.” 
It was red sauce, apparendy. 


Randy: Well, I think I have the begin¬ 
nings of being a workaholic, and I don’t 
want to be. Monica will actually hang 
out in the studio half the time because I 
have to work all the time. Lately I’ve 
been trying to take every Sunday off, 
and that’s been successful. It’s really 
hard, but then I get to read books and 
do other things. I like reading; I like to 
hike. I play card games, primarily with 
my little brother, Robert. 


Amy: You do use light beautifully in all 
of your paintings. 


Randy: People often mention my light¬ 
ing. I think I use light as the primary 
composition tool. I’ll actually compose 
paintings around the light source 
because light is going to create the 
color, and light is going to create the 
dark and light values. Like Infuse [in Ice 
Age]. That obviously was a piece com¬ 
posed around light. I made those hands 
blue, they glowed, and they glowed a 
really cold color, and it made the rest of 
the painting. Vexing Arcanix is another. 
The main idea of that piece is the light. 


Amy: Have you ever accidentally paint¬ 
ed something the wrong color? 


Randy: People don’t know it because I 
make up most of my skin tones and 
most of my colors, so I can usually get 
away with it. I had a color class in col¬ 
lege, and the teacher was a photorealist. 
He figured out that I was compensating 
for my lack of color sense by having 


Jenny: How old is your brother? 


Randy: Robert is sixteen. And I have an 
older brother, Rudy. Rudy’s twenty-four. 
So it’s three brothers: Rudy, Randy, and 
Robert. My dad’s a Rudy, my middle 
name is Richard. There are a lot of Rs. 


Amy: “My Wish for Monica” is a 
moody piece. 


Jenny: Do you know what you want to 
paint when you sit down to work on a 
piece, or does it evolve as you paint? 


Randy: It was a pure emotional piece. 
My best pieces have been ones that real¬ 
ly come from an emotional mood, and 
that one was even more emotional than 
usual because there was a lot of symbol¬ 
ism in that painting. It was about reli¬ 
gion, basically. Not in a preachy way, 
but there were a lot of religious over¬ 
tones in it. 


Kandy: What 111 do is 111 go over a 
bunch of scenes in my head with a cen¬ 
tral idea and play it like a movie. I’ll 
pose the actors and pose the light, and 
then I’ll fly around it like a camera and 
find the right way I want to light it. 
Then I’ll freeze that and do a final 
sketch. It becomes the painting. 


Jenny: Where did you get your inspira 
tion for Dance of the Dead? 
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Randy: For Dance of the Dead, I knew 
I wanted to have some kind of move¬ 
ment. I didn’t know what, but I wanted 
to find something that would give regu¬ 
lar motion. And then I thought of a 
Chinese fan. So the composition of 
Dance of the Dead is based on a 
Chinese fan. If you look at the figures 
from top to the right they spread open, 
and all of the weapons they have, they 
all spread out like this fan. 


Amy: We ask this of most of the artists: 
What would be your dream project? 


INSET: SKETCHES AND ROUGHS FOR DANCE OF THE DEAD 


BOTTOM: DANCE OF THE DEAD; MAGIC: THE GATHERING — ICE AGE 
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Randy: Gosh, that’s pretty 
hard. Well, one of my great 
aspirations is to get into book 
covers because most of the 
artists IVe really admired have 
been book artists, and I love 
science-fiction and fantasy 
novels. So a dream project 
might be redoing covers of a 
series I really enjoy. But books 
in general. IVe wanted to be a 
fantasy illustrator since I was 
eleven or twelve. 


Amy: Why do you create art? 


Randy: Good question. IVe questioned 
myself about this a lot, and I feel that 
what IVe been given is a gift. I feel that 
its a blessing and that I should use it to 
its fullest extent to do something posi¬ 
tive, whether its just to entertain people 
or something more. If its an emotional 
piece, I want to affect people in some 
way or other. 


For that reason, I work really hard on 
everything I do and try to do as good a 
job as I possibly can. It results in my 
doing a painting for sixty-five dollars 
that takes two weeks and things like 
that. But its a matter of having a 
responsibility to myself to go out of my 
way for the publisher and for everyone 
because they re going to buy these 
things and they re going to enjoy them. 


So all those things together drive the 
work. I also really enjoy communicating 
someone else’s ideas. I like being chal¬ 
lenged through restraints, like, “You get 
seven inches by nine inches and a tide.” 
That’s challenging to me! That’s why 
Magic is just a fantastic project to work 
with. The Duelist pieces are really pretty 
open-ended too. That demon [the cen¬ 
ter poster in this issue] is going to be a 
great piece because it has real emotional 
strength to it. 


Jenny: Let’s talk about demons for a sec¬ 
ond. What would you say to people who 
say that fantasy art is satanic or evil? 


Randy: This is a real serious thing 
because I’m Christian and I’m a fantasy 
artist. I think when parents start saying 
that kids are in “this Magic cult,” I 
think to myself its almost a good thing 
because if parents are worrying about 
that, that’s pretty good. I mean, there 
are so many real evils and real bad 


things in the world that for somebody 
to be worrying about something as silly 
as that means things are pretty good. 


You know, I read in the interview with 
Mark Tedin [in Duelist #6] about what 
he said about how people who have 
watched Star Wars don’t go around pro¬ 
fessing to use the dark side of the Force. 
And its true. Art doesn’t affect people 
like that. Partially because I don’t think 
painting’s the most effective form. I 
think the most effective forms of com¬ 
munication are film and music. They 
are the two that have most potential of 
exploiting the emotional, and they sub¬ 
ject you to their emotions for a long 
period of time. Because of that, those 
two art forms have been influential. Yes, 
certain people have committed suicide 
because of music. People do cry at movies. 
People don’t cry at paintings. A painting 
affects you for a few minutes. It doesn’t 
hold you. And you look at it 
for enjoyment, usually. 


Amy: So what would you 
say to a mother who writes 
in about your poster? 


Randy: Well, what I’ve 
always said to people is this: 
If paintings and so-called 
evil images could corrupt 
you, if looking at inappro¬ 
priate or questionable things 
could corrupt you, if that 
were the case I’d be a truly 
evil person or a Satanist by 
now, creating all this 
imagery. Because, I mean, I 
did a painting of a woman kissing a 
corpse [the card Redeem the Lost Soul, 
in the next Vampire: The Eternal Struggle 
expansion. Ancient Hearts ]. 


But why is it that every time I do a 
painting like this it strengthens me as a 
Christian? Why is that? It’s because I see 
my ability to paint as a blessing. I see my 
work as an extension of that blessing, 
and so each time I do one it strengthens 
my own faith. There have always been 
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many brilliant artists out there. 
There is always going to be 
someone who’s better than you. 
For me its just a matter of 
doing as well as I possibly can, 
achieving my goals as fast as I 
possibly can. 


very religious painters who paint¬ 
ed scenes of hell and evil. Look at 
paintings of the Last Judgment. Is 
a painter like Bosch bad because 
he painted a bunch of devils into 
a painting? No. Also, I do work 
that is really religious-oriented as 
well. I do both sides of the coin. 


are some 


Amy: So which artists do you 
like? Which artists are you 
influenced by? 


' IB Randy: Well, eventually I 
■HE thought someday I would like 
||H[ to work for Magic. Someday a 
Duelist cover would be nice. I 
told Monica, “Wouldn’t that be 
really cool if someday I could do a 
Duelist cover?” I thought it would be a 
couple of years because I thought the 
recognition factor would take me a long 
time. But I guess I made it faster. 


Randy: I really enjoy a lot of the 
Victorian painters, like Albert 
Moore, Lord Leighton, John 
Williams Waterhouse. However, even 
though I’m a fan of Sir Lawrence 
Alma-Tadema, the most brilliant 
painter that ever lived, I think I prefer 
Waterhouse because of the emotional 
content. His focus was the emotional 
content, whereas Alma-Tadema is a 
litde more decorative. I also like 
Gustave Dore, who did primarily black- 
and-white printmaking, etchings. 


stomach ] when I saw your painting. 
That would be amazing. 


Amy: Who’s your favorite Magic artist? 


Randy: I really enjoy Quinton 
[Hoover], and I really enjoy Richard 
Kane Ferguson. I feel that they’re both 
doing something that’s theirs, no one 
else’s. They’re both really brilliant. I love 
Rob Alexander. I told him the first time 
I met him that I felt he was someone I 
would have to worry about for a long 
time to come. He does some of the 
neatest things a litde differendy than I 
do, so luckily there’s not a total compar¬ 
ison. I really enjoy his work a lot. 


Jenny: Is it exciting to think there 
might be some twelve-year-old kid 
somewhere running to the store to get 
their Magic cards and having their 
stomach drop when they see your work? 


I’ve always really enjoyed Michael 
Whelan. I was really influenced by him 
because he was doing the work that I 
really wanted to do, which was books, 
and because a lot of work has, I think, 
real strong emotional content. As a kid, 

I would go to the bookstores every 
month because I knew he’d have a new 
cover out. I would go and prepare for 
my stomach drop every time. His things 
just really got me. And I thought, “I 
want to do that to someone else. I 
would like someone else to tell me, 
‘Geez, I felt something in here \patting 


Randy: [Laughs] I don’t think that’s 
happening yet. But if it is, I want them 
to contact me! 


Amy: Send him email! 


Jenny: What advice would you give to 
young—well, you are a young artist— 
but what advice would you give to even 
younger artists? 


If you d Like to contact Randy Gallegos 
receive a copy of his newsletter ; Green 
Meese Studio , write to him at: 

5667 Snell Ave. #214 
San Jose , CA 95123 
or email him at plumage@hooked.net 


Randy: I think the main thing my 
instructor-mentor Vince Perez always 
said to me was, “You’re not the best tal¬ 
ent that I’ve ever met, but you have an 
incredible work ethic. And in the end, 
that’s going to beat the person with 
natural talent.’” Any person with nat¬ 
ural talent is going to be better in the 
tenth grade, and in the eleventh grade. 
But eventually, if they’re not really hard 
workers, it will catch up to them. My 
main advice would be just to work as 
hard as you possibly can and as long as 
you possibly can. And don’t worry 
about comparing yourself. There are too 


In the next issue , The Duelist inter¬ 
views artist Scott Kirschner, whose work 
has appeared in Magic and Everway™. 
If you have questions for Scott , please send 
them to duelist@wizards.com. Well try to 
include as many of them as we can. 


Amy Weber is art director for The 
Duelist. Jenny Scott is an editor for 
Wizards of the Coast and a freelance writer. 


TOP: WAKE WITH EVENING’S FRESHNESS, FROM VAMPIRE: THE ETERNAL STRUGGLE (WIZARDS OF THE COAST) 
BOTTOM: GLORFINDEL II, FROM MIDDLE-EARTH: THE WIZARDS™ (IRON CROWN ENTERPRISES) 
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Magic 


by Jeff J. Li 


DALLAS, Texas —This is a city that has been known for a 
lot of different things: football’s Dallas Cowboys (and Cowgirls), 
television shows, and famous people with initials, like J.R. and 
JFK. And though it might not be apparent, it’s also an area with 
an active Magic scene and a growing pool of talented players 
who come from all over this corner of Texas. 

Dallas doesn’t come close to duplicating the Magic player 
base of, say, a city like Los Angeles. What it does have, though, 
is a fairly tight-knit community of players and a decent number 
of stores where various formats of Magic are played regularly. 

“[The Magic scene] is not huge,” admits George Baxter, a 
Dallas player and resident. Baxter is the author of two published 
books on Magic strategy, 

Mastering Magic Cards and 
Deep Magic , both from 
Wordware Publishing. 

According to Baxter, the 
Dallas Magic scene is the split 
of Type I players and Type II 
players into two separate 
camps. There seems to be little 
interaction between the two, 
except at the monthly 
“Supertournament,” the 
biggest regular event in Dallas, 
which draws players from all 
over the state. 

Both Type I and Type II scenes 
revolve around weekly tournaments 
on Saturdays; Type I players gather at 

Games Galore in Arlington, while the Type II players head for 
Game Chest in the Valley View Mall in Dallas. 

On this particular Saturday, two weeks before Christmas, 
thirty-nine people have shown up for the Swiss-style tournament 
in the back room at Game Chest. Baxter, a former employee of 
the store, still runs the tournament, even though he’s gotten 
another job as marketing director for Wordware Publishing. 

The champion for the last two weeks has been Jason Lee, a 
student at the nearby University of North Texas. His deck, a 
fast black Rack/“hand-destruction” deck (one that forces the 
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The monthly Supertournament draws Magic 

PLAYERS FROM ALL OVER THE DALLAS AREA AND BEYOND. 


opponent to discard), with Sengir Vampires and Knights of 
Stromgald, is well on its way to winning Lee his third Mox in 
as many weeks. “Until last week, nobody’s ever won back-to- 
back tournaments here,” Baxter says. 

According to Baxter, no one deck type dominates play, 
though discard decks have been one of the decks of choice in 
Dallas Type II play lately. “Right now, hand destruction is all 
the rage,” he says. Also popular are blue/white control decks, 
Black Vise decks, Blinking Spirit decks, and Nevinyrral’s 
Disk decks. 

Tom Lang, a fifty-two-year-old database administrator for 
S&A Restaurants, is one of a small handful of players that play 

with both the Type I and Type II 
camps. Lang travels often on 
business and always tries to play 
Magic in the different cities he 
visits. “A lot of other places I go 
to, they’re doing things we were 
doing six months ago,” Lang says. 
“Of course, I don’t know if that’s 
true everywhere,” he adds. “But I 
am kind of surprised that there are 
so many good players here.” 

What really makes the Dallas 
Magic scene special, though, is 
the sense of community, says 
Kelly Hogan, wife of Type I 
National Champion and Dallas- 
area resident Chip Hogan and a 
player herself. “It’s like a big family,” 
she says. “Everywhere we go, it’s like ‘Oh, how’s Storm [the 
Hogans’ ten-month-old daughter] ? Look at how’s she’s 
grown!’—stuff like that. It’s unlike anything we’ve ever come 
across when we travel.” 

Of all the Dallas players, Hogan (see profile, p. 86) is perhaps 
the best known. He certainly travels the most, regularly playing 
in big tournaments all across the country. Hogan thinks Dallas is 
one of the best places for Type I play. “I think it’s only fitting 
that the Type I National Champion should be from Dallas,” he 
said after winning the Championship in October. 
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Background by Amy Weber 
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Unlike in some other areas of the country, Type I play is still 
very much alive in the Dallas area. According to Hogan, most 
of the decks are blue/white control decks. “Dallas is control cen¬ 
tral,” he says. Other Type I deck strategies popular in the area 
are decks using “twelve bolts” (Lightning Bolts, Incinerates, 
etc.), “twelve knights” (Knights of Stromgald, Order of the 
Ebon Hand, etc.), or land destruction. 

Being a hardcore Magic player in Dallas, or anywhere in 
Texas for that matter, is fairly difficult, if only because of the 
distances people have to cover to get to tournaments and stores. 
Many of the bigger Magic stores with large play areas and tour¬ 
naments are scattered about the larger Dallas area. For instance, 
one of the nicest stores in the area, the Texas Game Co., is 
located in Allen, twenty-five miles outside the city. This corre¬ 
spondent put over 350 miles on his car in four days just visit¬ 
ing most of the bigger stores in the area. 

It’s even tougher if you’re a Duelists’ Convocation member 
trying to keep your ratings up. Because of the lack of DC-sanc¬ 
tioned events in the area, Baxter says he’s had to drive to 
Oklahoma to play in sanctioned tournaments. 

In fact, many of the players who are active in the Dallas 
scene don’t live in Dallas; 
they come from surround¬ 
ing areas, like Abilene (a 
three-hour drive from 
Dallas), Denton (one hour 
from Dallas), or College 
Station (two and a half 
hours from Dallas). Players 
often need to be resource¬ 
ful to find places to play in 
their own areas, especially 
in the evenings. 

In Denton, for instance, 
it’s been difficult to find 
places to play at night, ever 
since the management at a 
local pizza parlor kicked out 



the Magic players and banned the game from its premises. 

With nowhere to go, some of Hogan’s friends rented a space 
at the local Space Plus Self-Storage and furnished the ten-foot- 
by-ten-foot “room” with carpeting, a large table, a couch, 
shelves stacked full of card folders and books, lights, and a 
small space heater. The storage space is a regular place for play¬ 
ers in Denton to hang out, trade, and play. “Half of Denton 
knows the [entry] code to this place,” says Hogan. 

When we visit, around midnight on a Wednesday, the two 
“proprietors” of the space, A.J. and Tim, are there playing away; 
they often don’t leave until 4 or 5 A.M. According to Hogan, 
this is where he and many Denton players trained for last year’s 
South Central regionals. “We would come here and literally 
play all night,” Hogan says. 

Of course, as in any community, there are always small feuds 
going on between members, and the Dallas Magic community is 
no different. The current tiff, between Baxter and Hogan, is 
Baxter’s contention that after a certain level, Type I play all boils 
down to whoever-goes-first-wins. Hogan disagrees, saying going 
first only makes a five-to-ten-percent difference and is just one of 
a number of factors. 

As of press time, the two have yet 
to actually duel it out. But neither 
player harbors any personal animosity 
toward the other. Hogan, in fact, is 
helping Baxter put together a deck for 
the Type I section of Baxter’s next 
book about Magic, due out in 
February. For his part, Baxter likens 
the differences between the Type I 
and Type II players to differences 
^ between religious groups. “They just 
”1 have different trains of thought,” he 
J says, adding: “The neat part about it 


*7 all is that we’re all friends.” 
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Dallas features players of all ages and backgrounds. 


Jeff J. Lin is a senior editor 
for The Duelist. 


Where to Play 


Finding a good place to play Magic in 
Dallas and the surrounding areas may 
require a bit of driving. Here are some 
places that have regular tournaments 
and/or leagues: 

Fantastic Realm 1706 N. Elm, Denton, 
TX 76201, (817) 381-0416 

Fantastic Voyage 1311 Plaza Drive, Suite 
150, Garland, TX 75041, (214) 613-9757 

Fantasy Comics 2000 W. Parker, #110, 
Plano, TX 75075, (214) 867-6640 


Game Chest 2242 Valley View Center, 
Valley View Mall, Dallas, TX 75240, 

(214) 490-7814 

Games Galore 805 W. Park Row Drive, 
Arlington, TX 76013, (817) 461-GAME 

Games Plus 13531 Montford Drive, 
#103, Dallas, TX 75240, (214) 702-9350 

Games Unique 5301 Beltline Road, Suite 
2016 in Prestonwood Mall, Dallas, 

TX 75240, (214) 385-2464 


Generation X Comics 239 N. Industrial, 
Bedford, TX 76021, (817) 540-5556 

Keith’s Books and Comics 5736 E. 
Mockingbird, Dallas, TX 75206, 

(214) 827-3060 

Lone Star Comics 11661 Preston Road, 
Dallas, TX 75230, (214) 373-0934 

Texas Game Co. 803 E. Main, Allen, 

TX 75002, (800) 390-9467 

Also, the Supertournament is held month¬ 
ly. Call (214) 558-1701 for information. 
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Spotlight on: 

CHIP 


O G AN 


“When I was younger I tried 
not to be an ordinary person, and 
when I got older and decided I 
didn’t need to try anymore, it was 
too late—I was already different. ” 

—Chip Hogan, 

1995 Type TNational 
Champion 

Kelly Hogan was explaining 
to a writer from a game maga¬ 
zine why it was that her hus¬ 
band couldn’t come to the 
phone. He had gone to 
Abilene, Texas—three hours 
away from their home in 
Denton, Texas—to work on 
deck-construction ideas, she 
said, and wouldn’t be back for 
five days. When the writer calls 
again a month later, he still 
isn’t there—he’s now in 
Birmingham, Alabama, she 
says, playing Magic, en route 
to a tournament in New York 
City. Can she take a message? 

Meet Chip Hogan, profes¬ 
sional Magic player. 

Hogan, twenty, is perhaps 
best known in the Magic world 
for winning several big tourna¬ 
ments, including the 1995 
Type I National Champion¬ 
ship, Conjure magazine’s 
Sorcerer’s Open at Origins, and 
one of the Homelands' M pre¬ 
miere tournaments in October. He is less 
well-known, however, for being one of a 
very few people who makes his living 
playing Magic. 

The title “professional Magic player” 
might sound more glamorous than it is. 
Money is never a luxury, and the finan¬ 
cial uncertainty can put a strain on 
things, especially if you have a young 
family. Kelly works as a waitress to help 
with finances, and the couple has a 


‘All I do is think about Magic,’ says Hogan, the current 
Type I National Champion. ‘I just let my mind wander 

FROM SUBJECT TO SUBJECT.’ 


daughter, Storm, almost a year old. “The 
biggest problem comes from natural 
anxiety about cash flow,” says Hogan. 
“[Kelly’s] being able to trust my judg¬ 
ment is sometimes difficult, because 
there’s no clear way to make good 
money in this game.” 

For Hogan, the recent announcement 
of a number of Wizards of the Coast- 
backed big-money Magic tournaments in 
1996 has been good news indeed. 

His sights are now set on the $30,000 


Black Lotus Professional 
Magic Tournament in mid- 
February in New York City. 
This is what prompted 
Hogan’s week-long sojourn 
in Abilene. Since Hogan 
considers himself a Type I 
player, and the Pro 
Tournament is a Type II 
event, he went “to learn how 
to play Type II” because 
“Some of the best Type II 
players in the world are in 
Abilene,” he says. 

Travel—lots of it—is a 
regular part of the Hogans’ 
lives. They log an average of 
three thousand miles a 
month on their old Honda 
Accord, driving (and some¬ 
times flying) to about two 
large tournaments every 
month, often out of state. 
The journeys are sometimes 
hazardous: the driver’s side 
of their car is dented and 
scarred from when they 
were run off the road by a 
tractor—trailer truck while 
driving back from a 
tournament in New York 
last October. 

Traveling isn’t the only 
thing Hogan has had to do 
to play Magic for a living. 
Because of the small number 
of big-prize tournaments and the fact that 
most prizes aren’t cash but Magic cards, 
being a professional player means having 
to buy and sell cards as well. 

But wheeling and dealing is nothing 
new to Hogan. “Sales is in my blood,” he 
says. His paternal grandfather was a trav¬ 
eling salesman for Birds Eye, “pioneering 
the frozen food market,” and both par¬ 
ents have been involved in sales-oriented 
careers their whole lives. 


Background by Amy Weber 









Hogan himself took to selling early, 
cutting out coupons from the newspaper 
at age three (he swears he’s not exagger¬ 
ating) and hawking them door-to-door 
to his neighbors in Houston. “I made a 
ton of money, especially for a three- 
year-old.” 

“Making money at the last moment 
has never been a problem,” he says. Right 
after Storm was born last April, Hogan 
managed to sell $2,500 worth of grab 
bags to take care of the bills. “I put 
Moxes, Timetwisters, Guardian Beasts, 
Old Man of the Seas, lots of stuff in 
them,” he says. “For $5 a grab bag, I 
think they were the most popular grab 
bags ever.” 

Hogan’s sharp entrepreneur¬ 
ial eye has landed him a small 
endorsement deal with a local 
shop, Games Galore, which now 
advertises itself as “Home of the 
Type I National Champion.” In 
addition, he’s always coming up 
with ideas—seminars, books, 
other endorsements—to help 
leverage his accomplishments 
into something that can poten¬ 
tially pay the rent. 

Hogan has never been one 
to tread the beaten path. Kelly’s 
first pregnancy and disagree¬ 
ments with the university’s 
policies resulted in Hogan, at 
age seventeen, leaving a special 
early-entrance program at the University 
of North Texas (where he met Kelly) 
after his first year. A stint running a win¬ 
dow-blind business in Champaign, 
Illinois, was short-lived, and the two 
moved back to Denton to return to 
school. Hogan found the university’s 
classes boring, however, and quit again 
after a year. 

Hogan’s rail-thin frame belies the 
tremendous amount of energy and inten¬ 
sity he has. To spend any amount of time 
with Hogan is to listen to him talk, usu¬ 
ally about Magic: strategies, cards, art, 
tournament formats, sanctioning policies, 
whatever—Hogan has lots of ideas and 
opinions, almost all soundly reasoned and 
thought out. “All I do is think about 
Magic,” he says, and you’re not sure if 
he’s exaggerating. “I just let my mind 
wander from subject to subject.” 

Hogan was introduced to Magic in 
the fall of 1994 and quickly got into it. 


“I started becoming the Magic authority 
in Denton, which is not a big claim to 
fame, but it gave me a little incentive to 
try and be bigger,” he says. “Then I read 
about Zak Dolan being the World 
Champion and all this stuff, and I 
decided that’s what I wanted to do.” 

He made the decision to “turn pro” 
last year after victories at Origins and at a 
big tournament in Birmingham, 

Alabama, several weeks later. Though he’s 
racked up an impressive number of titles, 
several key mistakes kept him from quali¬ 
fying for the U.S. Nationals last year, 
which still haunts him today. “I still con¬ 
sider it my greatest loss that I did not 
qualify, to even at least get in...to know 



The family that plays together, stays together: Hogan 
with wife Kelly (also a player) and daughter Storm. 


whether or not I would’ve done well,” he 
says. “I kick myself often for not doing 
better there.” 

Hogan is a quick thinker with a very 
sharp mind and a fierce competitiveness. 
“His analytical ability is very, very good,” 
says Tom Lang, a friend and Dallas tour¬ 
nament regular. “I’ve seen people try to 
copy his deck, but [they] were unable to 
make it work because they don’t under¬ 
stand what makes it work. His decks are 
complex and very well integrated.” 

Hogan’s signature Type I deck has 
been something he’s been working on for 
a very long time. The deck, a control- 
theme deck that eventually locks oppo¬ 
nents down and delivers damage with 
Ernham Djinns, Mishra’s Factories, and 
Fireballs, has a lot of quirks that work to 
Hogan’s advantage, especially if oppo¬ 
nents haven’t seen it before. 

“Outside of Dallas my deck wins not 
just on its merits or on my playing skill, 


but on the fact that people don’t know 
what to do [against it],” he says. 

When playing, Hogan also makes use 
of a few other strategies. “I make a con¬ 
scious effort at subtle intimidation,” he 
says. “Having a black-bordered deck is 
really the most intimidating thing for a 
player. Having signed cards in a deck is 
also good because it shows that you’re 
really the real thing, that Magic is noth¬ 
ing short of the four necessary require¬ 
ments for getting through a day. Only 
the most fanatical—and ‘fanatical’ is 
still a weak word for it—black-border 
their decks. 

“In chess, distraction is a must-have 
skill for a world-class player. Knowing 

how to distract your opponent 
without breaking the rules or 
being a real asshole about it [is 
important]. I definitely apply 
that to Magic,” he adds. 

Hogan is expected to be a 
contender on the pro circuit, 
and his hopes for this year are 
high. “Between WotC and 
WarCon and random tourna¬ 
ments for $l,000-$2,000, I 
should be able to make a good 
living playing Magic,” he said. 
“My goal for 1996 is to make 
around $30,000-$35,000.” 

But Hogan also realizes a 
career as a Magic player is 
potentially short-lived. “I’ve had 
serious discussions with myself [as to] 
why I’m staying in Magic, trying to be a 
professional player, when there’s nothing 
really established.” 

“The big [question] is: Am I making 
the right decision [now] for 1998? If I’m 
going to school, barely scraping by on 
student loans, making six dollars an hour, 
and then I get a degree and go do some¬ 
thing, am I going to be making more 
money [in ’98] going that route; am I 
going to be happier? Or am I better off 
going this route? That’s a tough ques¬ 
tion.” 

Hogan’s friends have every confidence 
in him, though. “Chip’s pretty unusual,” 
says Lang. “When you meet him, you 
know he’s going to make a name for him¬ 
self in whatever he decides to do.” 

—Jeff J. Lin 
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Welcome to “Whispers from the Elysium, ” a new feature dedicated to 
keeping a finger on the pulse (or lack thereof) of Vampire: The Eternal Struggle . 
In each installment, Shawn Carnes (one of the designers of Dark Sovereigns ) will 
discuss the issues that V:TES players are talking about and delve into secrets 
that even the Antediluvians haven't heard of 


hand, these are the most expensive vam¬ 
pires in the game, definitely in the “this 
vampire-is-almost-impossible-to-get- 
out!” category. Players will think twice 
before investing over a third of their ini 
tial pool into a single vampire, particu¬ 
larly since there is a big difference 
between bringing out a powerful vam¬ 
pire and keeping it in play. On the 
whole, IVe found that the Inner Circle 
vampires are potent but not game¬ 
breaking, and the flavor they bring to 
the game is certainly worth the added 
challenges they pose to players. 


T here has been a lot of discussion 
on the Internet, especially on 
the vtes-1 list, about whether 
or not these Inner Circle vampires are 
simply too powerful. There are two 
ways to look at the issue. On the one 
hand, consider the thematics of the 
game: the Inner Circle vampires repre¬ 
sent the most powerful vampires within 
the Camarilla, with entire clans at their 
beck and call. Certainly they are going 
to exert tremendous power, much more 
so than vampires of similar capacity but 
less political importance could. The 
Eternal Struggle is definitely not a “fair” 
environment, and its leaders are the 
least fair of the whole lot. On the other 
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E very V:TES player worth her 
weight in vitae knows that the 
long-awaited expansion for 
V:TES, Dark Sovereigns , has finally 
been released. The set’s 173 action- 
packed cards introduce some new 
elements into the game that will 
make any Methuselah’s fangs glisten. 
Highlights of the set include the 
Giovanni and the Ravnos, two power¬ 
ful European clans that are not part 
of the Camarilla. These vampires 
are excluded from certain privileges 
afforded only to Camarilla vampires, 
such as titles above primogen and 
certain political actions; however, 
they compensate for this exclusion 
with abilities in two new Disciplines, 
Necromancy and Chimerstry. The set 
also introduces the ultrapowerful 
Inner Circle vampires, the seven rep¬ 
resentatives of the clans that govern 
the Camarilla. These 11-capacity 
vampires have a ton of Disciplines, 
and all of them can bleed at +2—a 
minimum of 3 pool per attack! Take it 
from me, that’s a mouthful! 


T he long-awaited Duelists’ 

Convocation V:TES tourna¬ 
ment rules are out, and in my 
opinion they look pretty sharp. The 
release of the rules should get V:TES 
play going to a near frenzy level! You 
can find the rules on page 75 of this 
issue of The Duelist , and you can also 
contact Customer Service at Wizards of 
the Coast to obtain the most up-to- 
date copy. 


Which card on the Dark 
Sovereigns spoiler lists can’t 

YOU FIND IN THE SET? 


The fabled-yet-real Vial 
of Methuselah Vitae card. This 

CARD WAS DESIGNED TO BE 
RELEASED IN DARK SOVEREIGNS, 
BUT A SNAFU PREVENTED ITS ENTRY 
INTO THE SET. I’D TELL YOU WHAT 
THE CARD DOES, BUT THEN IT 
WOULDN’T BE A SURPRISE WHEN 
YOU SEE IT IN A FUTURE EXPANSION 
FOR V:TES, 

WOULD IT? 


I know some of the hobby stores in the 
Seattle area are already holding V:TES 
tournaments, enough to keep even the 
most avid Methuselahs bleeding to 
their hearts’ content. Rumor has it that 
Wizards of the Coast has some large- 
scale V:TES tournaments in the 
works—stay tuned to this column for 
more information on these! 
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with some good information to share 
will receive an Enzo Giovanni card 
autographed by the artist, MarkTedin 
as well as by myself. So get those tour¬ 
naments and leagues going, and keep 
an eye out for some vein-popping 
events in 1996! 


S ince Wizards of the Coast 

announced the name change from 
Jyhad l vl to Vampire: The Eternal 
Struggle, the debate over how the dif¬ 
ferent card backs would affect the game 
has graced every V:TES players eyes, 
ears, and screens at one point or anoth¬ 
er. With the release of Dark Sovereigns 
and the DC V:TES tournament rules, 
discussion on this topic has resurfaced. 
Let me offer some suggestions on how 
to cope with two of these rules in par¬ 
ticular. If the DC rule requiring your 
library to contain a minimum of sixty 
percent V:TES cards has you in torpor, 
don’t forget that this is an optional rule. 
Other optional rules can be imple¬ 
mented: you can always draw from the 
bottom of the deck, or you and your 
fellow Methuselahs can show each 
other your decks before play. And of 
course for non-tournament play you 
can ignore the 60/40 rule and develop 
your own house rules. 


I can’t go into too much detail about 
the release schedule for 1996, but I 
can give you some idea of what’s in 
store for the V:TES fanatic. Another 


es on the clans which form The Sabbat, 
the harsh and potent sect of vampires 
who are the antithesis of the Camarilla. 
Unlike previous stand-alone expansions 
this set will only be around for a brief 
time, so keep your eye out for it! 


Check the back page of 
A RULEBOOK FROM A V:TES 
STARTER AND LOOK FOR THE GAME 
SYMBOLS THAT DON’T APPEAR ON 
ANY EXISTING CARDS. AND THINK 
ABOUT THE TWO OTHER MAJOR, 
NON-CAMARILLA VAMPIRE CLANS 
THAT HAVEN’T YET BEEN TOUCHED 
UPON IN 

V:TES... 


want to hear from 


you! Whether it 

i is a letter about the league informa¬ 
tion 1 previously mentioned, or just 
a note that says I’m your next target in 
the Eternal Struggle, send your corre¬ 
spondence to: 


The DC rule about single-back crypts 
also has many players in an uproar. I 
know that this rule may seem restric¬ 
tive, but putting together twelve cards 
from the same set isn’t that hard (vam¬ 
pires are roughly as easy to get as 
uncommon cards). For players who’ve 
invested in Jyhad but feel they have to 
play with a V:TES crypt, there are 
many ways to get V:TES cards if you 
don’t want to buy any. I’m sure that 
before you know it, concern over this 
rule will be minimal. 


“Whispers from the Elysium’ 
c/o The Duelist 
P. O. Box 707 
Renton, WA 98057 


expansion for V:TES, Ancient Hearts , is 
planned for a release in the first quarter 
of 1996, and it promises to be another 
exciting one. This expansion takes you 
to ancient Egypt, where two powerful 
clans, the Assamites and the Followers 
of Set, hold sway. 


I will respond to as much mail as I get, 
and if there is room in future issues, I 
will print the letters that everyone 
should take a look at. Also, I am a lurk 
er on the vtes-1 list, so I can get let¬ 
ters and comments that way as well. 


Later in the year, we plan to release 
what we’re currently calling the 
Vampire poker deck, a deck of 54 non¬ 
collectable playing cards depicting the 
clans of the Camarilla in stunning, full- 
color artwork. Plans are to include the 
rules for some new Richard Garfield 
games that can be played with the deck! 


A bout two months ago, I discov¬ 
ered that a hobby store in the 
Seattle area had set up a V:TES 
league. Though I haven’t had a chance 
to participate in it yet (keeping track of 
the Eternal Struggle can be quite time 
consuming!), I’m looking forward to it. 
Have any of you Methuselahs ever 
taken part in a V:TES league? If you 
have, write me and tell me about it. 

The first letter that crosses my desk 


Until we meet again, keep your feet 
on the ground and keep reaching for 
your prey. 


Shawn Carnes cant help but 
be biased about the release a/ Dark 
Sovereigns; not only is he one of 
the designers of the expansion , he's also 
one of the vampires in the set — 
can you guess which one? 


Finally, we hope 1996 will see a much- 
requested addition to the world of 
Vampire: The Eternal Struggle, The 
Sabbat. This stand-alone expansion focus- 
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1) Q: Are Caitiff considered 
Camarilla vampires? 

A: Yes, though the Caitiff are not a clan. 

2) Q: Can I use damage-prevention 
cards to prevent damage from Pulled 
Fangs or Rutor’s Hand? 

A: Normally you cannot, since damage- 
prevention cards can only be played during 
a Check Damage step of combat. However ; 
damage prevention that has already been 
provided by a card (such as the lasting 
effect of Flesh ofMarble) can be applied. 

Also, cards that specifically allow you to 
prevent their damage at unusual times, 
such as Rutors Hand, treat damage as 
having been dealt during strike resolu¬ 
tion, when the full range of damage-pre¬ 
vention effects can be used. 

3) Q: If a vampire uses Mask of a 
Thousand Faces to take over an 
action, which action modifiers will 
“carry over” to this new vampire? 

A: Essentially the Mask changes which 
vampire is currently considered the acting 
minion; therefore, any modifiers that 
applied to the acting minion will now 
apply to the new vampire. Standard 
modifiers such as Lost in Crowds or 
Bonding should be assumed to apply to 
the acting minion and so carry over. 

Modifiers that are inherent to or that 
apply specifically to the original minion, 
such as Laptop Computer ; will not carry 
over to the new vampire; conversely, if the 
new acting minion has such a modifier, 
that modifier now applies. Effects that 
apply to the acting minion but dont 
affect a generic acting minion (such as 
Backways used on an acting Gangrel) do 
not affect the new vampire. 

4) Q: Can a non-Camarilla vampire 
become a Prince? 

A: No. Non-Camarilla vampires cannot 
be Princes, although they can become 
Primogen members. If a non-Camarilla 


Vampire begins with votes and later gains 
a title, she loses the votes she started with, 
just as if the Vampire had lost a title. 

5) Q: Can non-Camarilla vampires 
play any political action they want? 

A: Not quite. Non-Camarilla vampires 
cannot play political actions that depend 
upon membership in the Camarilla and 
the abilities this confers. Thus, these vam¬ 
pires cannot call a Praxis Seizure. They 
cannot call Justicar Retribution or 
Command of the Harpies, or call a vote 
to burn Elysium: The Arboretum. Also, 
non-Camarilla vampires cannot be cho¬ 
sen as Archon or Camarilla Exemplaries, 
although they are still affected by a vam¬ 
pire who is an Archon or Exemplary. 

Specific Card Rulings 

6) Q: Can I play Brujah Frenzy if the 
only minions controlled by the other 
players are vampires in torpor? 

A: No. Brujah Frenzy should read “choose 
a ready untapped minion. ” If the only 
untapped minions available are vampires 
in torpor, Brujah Frenzy cannot be played. 

7) Q: If I play Brujah Frenzy, can I 
choose as the victim a vampire the 
Brujah couldn’t legally enter combat 
with? 

A: Yes, as long as the victim you choose is 
ready and untapped. For example, if a 
Brujah is attempting to leave torpor, you 
can stop that action with Brujah Frenzy, 
even though vampires in torpor cant 
enter combat. 

8) Q: Can I play Major Boon if we’re 
not sure yet whether the bleed will be 
successful? 

A: No. Major Boon is played only after 
it J s clear that the bleed is successful. It 
then allows players to start changing the 
amount of the bleed again, such as with 
Bonding and Telepathic Counter. 
However, effects that change who is being 


bled, such as Deflection, may not be 
played at this point. 

9) Q: Will Scorn of Adonis affect a 
player who has already cast votes 
against the acting player? 

A: Yes, and it also affects any player cast¬ 
ing contrary votes after the Scorn is played. 
It will not affect the same player twice. 

10) Q: If I wind up burning enough 
pool from a vote like Domain 
Challenge to drain my pool, can I 
play Voter Captivation in time to 
save myself from being ousted? 

A: No. Voter Captivation is played after 
the results of the vote are assessed. 

Reversals 



11) Q: Can Mask of a Thousand 
Faces take over a specialized action 
like Thadius Zho’s? 

A: No. While the Mask can be used to 
take over a more-or-less generic action 
(such as an action requiring 
Thaumaturgy), it cannot be used to take 
over an action possessed by a specific min¬ 
ion, such as Angus or Thadius. 

Errata to V:TES Rulebook 

There are three changes to the V:TES 
rulebook that were not listed in the origi¬ 
nal rulebook errata. (See “V:TES Rulings 
and Errata” in Duelist #8 for this list.) 
Note that only the second change to the 
rulebook is a change to the rules; the 
other two are basically clarifications. 

Section 6.3.2, Rules of Thumb for 
Blocking 

Rule of Thumb #1 implies that if an 
action is blocked, the costs for any 
action modifiers used during the action 
are not paid. This is not correct; only 
the cost of the action card is waived, as 
mentioned earlier in the section. 

Section 7, Tallying the Votes 

A Methuselah taking a political action 
gains a free vote only if a political 
action card was played. For example, 
taking a political action to try to burn 
the Anarch Revolt would not give you a 
free vote. 


Section 19, Leave Torpor 

Any minion may block a “leave torpor” 
action, including allies, but only vam¬ 
pires may commit diablerie as a result. 
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Finch and Tom Wylie 

s true — we’re finally bringing you 
inations for the other Deckmaster ™ game! 
first installment of Kindred Intelligence, 
vered some of the basic strategies in the game 
and spiced them up with a few cards 
from the new expansion. 


Fame & Bomb 

combination forces your 
opponent to choose the lesser of 
two evils. Give Fame and a 
Bomb to a vampire with a small 
blood capacity (5 or less). When you 
her to bleed your prey, your opponent 
to either endure the bleed or block and 
the Bomb going off. If he blocks, you 
can set off the Bomb to do 5 damage to the 
blocking minion and send your attacking 
vampire to torpor. With your vampire in tor¬ 
por, your opponent loses at least 3 pool from 
Fame. This trick works best if you keep your 
minions bleed to the point that it is cheaper 
for your prey to take the bleed than get into 
combat. For an added twist, try this combi¬ 
nation on a young Tremere with Chantry in 
play. For 1 pool you can return the Tremere 
to play over and over and present your 
opponent with the same Fame dilemma. 

Undead Persistence & Trap 

This is a great combination for any Fortitude- 
based combat deck. Trap keeps combat going with 
automatic presses while Undead Persistence keeps 
your vampire in the combat until it ends, even 
after the vampire should have gone to torpor. 

Zip Gun & Dragon’s Breath Rounds 

Put more zip in your Zip Gun by loading it with 
Dragon’s Breath Rounds, which allows your minion 
to do +2 aggravated damage with the gun. This 
nasty surprise is good and dangerous in any deck. 

Effective Management & Information 
Highway 

Put those Tom Peters seminars to good use. Use 


vampire out of your 
crypt for free, and then 
use Information Highway to 
recruit that vampire in a single turn. Season to 
taste with Govern the Unaligned, Ecoterrorists, etc. 

Misdirection & Parity Shift 

Here’s a balancing “backup plan” for voting decks, 
perfect for forcing pool loss to your prey that 
cannot be blocked or misdirected. Use 
Misdirection to tap all your prey’s vampires so 
they can’t block, dropping your pool total below 
your prey’s in the process. Then use Parity Shift to 
transfer blood from your prey’s pool to yours. 

Al’s Army Apparatus & Black Cat 

Equipment can increase the effectiveness of your 
vampires, but it requires careful resource manage¬ 
ment. Avoid clogging your deck with too much 
equipment by using Al’s Army Apparatus to retrieve 
a needed weapon. Or spend an action and use Magic 
of the Smith to get a weapon and equip a vampire at 
+1 stealth. Combine these with a vampire like Black 
Cat, who reduces the cost to equip her by 1. Or try 
Heidelburg Castle or Ravnos Cache, which allow 
you to transfer equipment between minions. 

Muddled Vampire Hunter & Ivory Bow 

Enhance the Hunter’s First Strike with a weapon that 
does aggravated damage at range. Plus, the Hunter 
may enter combat with any ready vampire (just the 
thing to add a little fear to a Malkavian deck). 

Minion Tap & Fifth Tradition: 
Hospitality 

Minion Tap is a great way to get a return of the 
pool you invested in putting the vampire into 
play. Bleed your vampire almost dry with Minion 
Tap, then refill it with the Fifth Tradition: 
Hospitality or Giant’s Blood. Note that this tactic 
will only work if you have a Prince or Justicar for 
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Middle-earth: The Wizards™ 1 

Iron Crown Enterprises, Inc. 
Charlottesville, VA 

Format: 484-card set; 76-card starter deck, $9.95; 
15-card booster pack, $2.95. For one to five players 
(best with two); playing time 15-45 minutes for basic 
game, 1-4 hours for advanced game. 

Design: Coleman Charlton with John W. Curtis III, 
Pete Fenlon, Jason Hawkins, and Mike Reynolds. 

Art Direction: Jessica Ney-Grimm with Jason Hawkins. 
Artists: Rob Alexander, Eric David Anderson, Randy 
Asplund-Faith, Stefano Baldo, Edward Beard, Jr., 
Melissa Benson, N. Taylor Blanchard, 

Derek Carbonneau, Douglas Chaffee, Ronald Chironna 
Storn Cook, Audrey Corman, Liz Danforth, 
David Deitrick, Lori Deitrick, Tom Dow, Darryl Elliot, 
Kaja Foglio, Ron Forcella, Mark Forrer, Daniel Frazier, 
Randy Gallegos, Daniel Gelon, Donato Giancola, 

Jo Hartwig, Quinton Hoover, Heather Hudson, J. 
Wallace Jones, April Lee, Luboy, David Martin, 
Angus McBride, Gail McIntosh, Ken Meyer, Jr., 
Piero Montanini, William O’Connor, Pat Morrissey, 
Margaret Organ-Kean, Mark Poole, Jeffrey G. Reitz, 
Ron Rousselle II, Ron Shuey, Brian Snoddy, 

Ron Spencer, Susan Van Camp, Christina Wald, 
Kevin Ward, and Dameon Willich. 


ontrary to what you might think, Magic: 1 he 
Gathering® did not spring full-blown from the mind 
of Richard Garfield. Nor, for that matter, did Gary 
Gygax conjure Dungeons & Dragons® out of thin air. Both 
Garfield and Gygax—indeed, virtually every writer, artist, and 
publisher who’s dabbled in fantasy for the past thirty-plus 
years—owes debts so substantial to J.R.R. Tolkien that they 
ought to have shrines in their bedrooms. For it was Professor 
Tolkien who single-handedly revived the swords-and-sorcery 
genre with his landmark Lord of the Rings trilogy (published in 
the mid-1950s and revised in 1966). It was he who introduced 
contemporary readers to the medieval fantasy world, replete 
with cranky dwarves, fireball-flinging wizards, and adorable 
little scamps called hobbits. And it was he who popularized the 
concept of the heroic quest , where bands of intrepid adventurers 
navigate a creep-infested landscape in search of fame and for¬ 
tune. So thank Tolkien for Magic, thank him for D&D , and 
while you’re at it, you can even thank him for Smurfs—after 
all, a Smurf ain’t nothin’ but a hobbit dyed blue. 


Rarities in Middle-earth; 
The Wizards 

John W. Curtis III 

Why are Aragorn II and Glorfindel II 
in the fixed set of cards, while Frodo 
and Galadriel are rare? What rationale 
was used to decide the rarities for these 
cards? This is an examination of the 
processes used to assign rarities to the 
cards in Middle-earth: The Wizards. 

There are basically four rarity categories 
in METW (excluding promotional 
cards): fixed, common, uncommon, and 
rare. Within the set of cards, there are 
121 rare cards, 121 uncommon cards, 
and 242 cards that are either common or 
fixed. Card rarities were assigned based 
upon three different factors: versatility, 


mechanics, and Middle-earth profile. 
Each card was weighed in each category 
and then assigned a rarity. 

Cards that were very versatile (those 
that could be played in just about any 
deck) were likely to be given a common 
rarity, though some got uncommon. 

For example, Call of Home can be 
played on almost any character, so it 
received a common rating. 

Cards that were both versatile and 
mechanically powerful were generally 
given an uncommon rarity. For example, 
Barrow-Wight is simply a hazard creature, 
but not only is it relatively powerful (with 
a 12 prowess), but it also causes wounded 
characters to make a corruption check. 
This resulted in an uncommon rating. 


Cards that were mechanically powerful 
only in certain situations were given 
rarer ratings. For example, Bane of the 
Ithil-Stone doubles all corruption 
points from Palantiri. This can be mas¬ 
sively powerful, but only if your oppo¬ 
nent is playing with Palantiri. 

Cards that have a high Middle-earth 
profile (those that most folks will rec¬ 
ognize by name) tend to be rare, 
though some are uncommon. For 
example, Elrond, Cirdan, and 
Galadriel, the Elven Lords of Middle- 
earth (very-high-profile characters), 
were given rare ratings. Frodo and 
Bilbo are also rare. While this wasn’t a 
hard-and-fast rule, it provided a guide¬ 
line for rarity assignment. 
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Card illustrations by Brian Snoddy ; Donato Giancola , 
Audrey Corman , and Angus McBride 
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The publication of a Tolkien-based card game, therefore, was 
never a question of if but when. The who was a foregone con¬ 
clusion. The folks at Iron Crown Enterprises (ICE) snapped 
up the coveted Tolkien license in the early 1980s and have 
been cranking out Middle-earth goods ever since. Some have 
been gems, like 1991s Lord of the Rings roleplaying game. 
Some have been junk, like 1983’s dreary Fellowship of the 
Rings board game, which was about as exciting as a canasta 
tournament at a nursing home. But grant them this: they 
know the territory. The number of Middle-earth products 
from ICE tops one hundred, and that’s not counting whatever 
shows up in today’s mail. 


Seasoned marketers that they are, the ICE team shrewdly 
decided to focus Middle-earth: The Wizards on a single 
aspect of the Tolkien trilogy, thus making it accessible to play¬ 
ers who wouldn’t know a hobbit from a ham sandwich. Players 
assume the roles of one or more of Tolkien’s good-guy wizards 
(Gandalf, Saruman, Radagast, Alatar, Pallando), then roam the 
wilds of Middle-earth in an attempt to marshal the forces of 
the Free Peoples and thwart the evil Sauron. There are several 
ways to win: By moving the One Ring to Mount Doom and 
playing certain cards (very unlikely), by having the opposing 
wizard eliminated, or by accumulating more marshalling 
points than your opponent (most likely). Sauron himself never 
makes an actual appearance (at least, he never showed up in 
my decks); rather, his influence is represented by hazard cards, 
which players use to make each other miserable. 

Yep, it’s sort of like Magic—if you misplace your bifocals, 
you’d be hard-pressed to tell a METW card from a Magic 
card—but METW has enough quirky innovations to distin¬ 
guish it from the multitude of play-’em-and-forget-’em copy¬ 
cats. Seemingly derived from the Readers Digest version of the 
trilogy, METW may not satisfy hard-core Tolkienites. But 
Gandalf himself couldn’t have captured the sprawl of the tril¬ 


ogy, let alone its vivid characterizations and avalanche of 
detail; imagine the mess if ICE had been foolish enough to 
try. In a card-game format, METW is as faithful an adapta¬ 
tion as we can expect to get. 

With its lush pastels and crisp imagery, the artwork evokes 
the ambiance of a fairy tale, soothing, otherworldly, and invit¬ 
ing. The artist roster reads like a cavalcade of the industry’s 
heaviest hitters. Without exception, they rise to the occasion 
with outstanding efforts. The Star-Glass card, by Randy 
Asplund-Faith, shimmers with an ethereal radiance. Rob 
Alexander’s Henneth Annun card looks like a photograph of 
some long-lost tropical paradise. Angus McBride, a familiar 
name to ICE aficionados, confirms his reputation as a 
Middle-earth virtuoso; his Bilbo portrait captures every lov¬ 
able nuance of one of the trilogy’s most memorable charac¬ 
ters, while his Lost in Shadow-Lands card depicts a wasteland 
that’s as eerie as it is majestic. If you can find a sale on tiny 
frames, you’ll want to hang these beauties on the wall. 

The forty-eight-page rulebook, on the other hand, could’ve 
used a little more attention. Though essentially complete, the 
rules suffer from so-so organization and an assumption that 
novices can read the designers’ minds. A beginner unfamiliar 
with terms like “tapping” and “tuning” will have to look long 
and hard to find the definitions here. The opening section of 
the rulebook fails to clearly identify the cards. (What color is 
a hazard? What’s the difference between a site and a region?) 
The card symbols aren’t explained until the last page. Why do 
the strategy tips precede the game mechanics? (It doesn’t do 
much good to tell me how to manage my resource cards 
before I even know what a resource card looks like.) The gen¬ 
erous number of extras—the comprehensive turn summary, 
the remarkably complete index, the full-color map of the 
entire game world—almost make the rulebook worth the 
aggravation. Almost. 


And then came the fixed sets. We real¬ 
ized that starter decks needed to be 
playable by themselves. This meant that 
each one had to have at least twenty 
mind stats’ worth of characters, plenty 
of high-prowess characters, enough 

{ marshalling points to achieve victory, 
and enough sites to allow a player to 
play his or her resources. Therefore, 
i: fixed sets had to have some high-profile 
cards in them. 

{ Additionally, we believed that having 
high-profile cards available in the “com- 
5 mon” pool would add excitement (as 
players would be playing with charac¬ 
ters they recognize). The fixed sets also 
allowed us to ensure that not only were 
there enough sites, but also that all 
Havens, Doors of Night, and Gates of 

# 


Morning were available (both of which 
are necessary for many other cards in 
the game). 

When we began designing METW, 
we at ICE were acutely aware of the 
phenomena that has plagued collectable 
card games since their beginnings: the 
player with the most money buys the 
most powerful cards and wins the most. 

To address this issue, we took two 
approaches. First, we attempted to 
ensure that there were no cards that 
would always be in every deck. While 
we will not know if we succeeded in 
this matter for a while, I think that we 
were at least very close to achieving 
this goal. The second approach was 
addressed in rarities. By not giving a 
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rare rating to the obviously powerful 
cards, most players will be able to 
play with the power cards if they like. 
However, clever players will use the rare 
cards to enhance a good strategy and 
in the process create moments of the 
game that are unforgettable (“Do you 
remember that time that I got all the 
way to Mount Doom and tested that 
ring, only to discover that it was a 
Dwarven Ring?”). 

John W Curtis III is a member of the 
team which designed 

Middle-earth: The Wizards. 
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Once you’ve unraveled the rules, you’re ready to examine the 
cards. The basic game uses four types: character, resource, 
hazard, and site. A typical starter deck includes an adequate 
number of every type, though a booster or two makes for a 
more satisfying mix. And I was tickled to discover that unlike, 
say, the Star Trek: The Next Generation Customizable Card 
Game, where you can open boosters until your fingers fall off 
before you’ll find a Captain Picard or a U.S.S. Enterprise, 
METW doesn’t skimp on the stars; I found Gandalf and 
Bilbo in the same starter deck. 

Players sort their cards into location decks (containing their 
sites) and play decks (containing their characters, resources, 
and hazards), draw eight-card hands, then roll a die to see 
who goes first. The active player begins by organizing his or 
her characters into companies, discrete groups that operate 
more or less as single units. 

Each character has a fixed number of influence points and 
mind points; influence points determine how many other 
characters a player can control, while mind points determine 
how many influence points it takes to control that player. For 
example, Radagast (Influence 10) might control Peath (Mind 
4) and Imrahil (Mind 6). Additionally, each player has 20 
general influence points to distribute as he or she wishes. 
Companies occupying the same geographic location (desig¬ 
nated by site cards) can swap members, as long as they adhere 
to the influence requirements. Resource cards also affect influ¬ 
ence: the Lesser Ring card boosts a character’s Influence by 2, 
while The One Ring boosts it by 5. 


# 


rating to a dice roll. The total is compared to the target’s 
prowess, taking into account modifiers and resource cards. If 
the hazard’s prowess exceeds the target’s prowess, the target is 
wounded. The player must then make a body check by rolling 
dice and comparing the result to his or her body rating. If the 
roll exceeds the body rating, the character bites the dust. The 
company’s survivors may then explore the site, which might 
lead them to magical treasures, introduce them to new allies, 
or subject them to another round of attacks. 

Companies not only face external threats from hazards but 
also internal threats from corruption. In the novels, Middle- 
earth dwellers were bombarded with seductive enticements, 
which often led them to ruin. In METW, characters acquire 
corruption points whenever they succumb to avarice or their 
attention wavers from the task at hand. A character distracted 
by the Lure of Nature, for example, receives two corruption 
points. If the player uses the Star-Glass to prevent an attack, 
he or she must make a corruption check by rolling two dice, 
comparing the result to the character’s corruption point total. 
A failed check means the character is out of the game. It’s an 
elegant simulation of Tolkienesque temptation, and the 
game’s best feature. 

Players wanting more detail can experiment with the advanced 
rules, which expand the movement system, allow players to 
post guard cards on unexplored sites, and enable friendly char¬ 
acters to spend influence points on enemy allies. There’s also a 
viable solitaire option that’s great fun, even though (ahem) the 
designers neglected to spell out the victory conditions. 


All companies are assigned to sites, representing significant 
Middle-earth landmarks. During the movement phase, players 
have the option of leaving each of their companies at its cur¬ 
rent site, or playing a new site card face down, indicating the 
company’s intended destination. If the player has any face¬ 
down sites, he or she reveals one of them. The revealed site 
grants bonus cards to each side. The Goblin-Gate site, for 
example, grants one bonus card to the friendly player and two 
bonuses to the enemy. A ribbon along the side of the card 
contains symbols showing the types of terrain the company 
must navigate to reach its destination; Goblin-Gate has two 
tree symbols, indicating two stretches of wilderness. 

After a new site is unveiled, the opponent can play hazard 
cards to harass the company as it moves to its new location. 
The symbols on a hazard card must be compatible with the 
symbols on the site, or the hazard won’t work; the opponent 
could play a Giant Hazard on the Goblin-Gate, since the 
Giant also has two wilderness symbols, but the player couldn’t 
play an Ore Warriors Hazard, since the ores only appear at 
sites with a borderland symbol. 

Each hazard inflicts a specific number of strikes, which affect 
the corresponding number of characters in the company; the 
Giant strikes one character, the Ore Warriors strike three. To 
make a strike, the attacking player adds the hazard’s prowess 


Any problems with the main game? A few. Some of the rules 
seem unnecessarily complicated; in addition to mind, body, 
prowess, and corruption points, players must also keep tabs on 
two kinds of influence points and six kinds of marshalling 
points. Others seem unnecessarily harsh; if your Wizard loses a 
corruption check, you lose the game. And though the players 
toss hazards at each other on behalf of the evil Sauron, their 
characters rarely interact; in theory, they could spend the 
entire game on opposite ends of Middle-earth and never meet. 

METW may not always soar, but it never sinks, supported as 
it is by a rock-solid foundation of smart rules and rich charac¬ 
ters. The barrage of decisions (When should I deploy my 
Wizard? Should I stash some resources at a friendly site or 
keep them all in play? Is the Star-Glass worth a corruption 
check?) keeps you on your toes from the moment you dis¬ 
patch your first company. Best of all, the emotional subtext 
gives METW a resonance lacking in most games. The rules 
reward bravery, encourage charity, and punish greed; if you 
don’t take these lessons to heart, you’ll find yourself up the 
Rivendell River without a paddle. Despite the occasional 
stumble, I liked METW a lot, and I’m anxious to play it 
again. Next time, I may even invite a Smurf. 

Freelance author Rick Swan dabbles in game design at his pala¬ 
tial estate in exotic Des Moines , Iowa. 
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A FORCED EFFORT: ^ 

Star Ufars® Customizable Card Game™ 

fl Rcuieui by Allen Uarney la.varney I ©genie.com 


Star Trek: The Next Generation 11 " trading card game, 
has written off its relationship with Paramount Pictures and 
found licensed happiness with the Lucasfilm studio. Word of 
mouth about Star Wars has undoubtedly spread as if through 
hyperspace, faster than light. 

What, then, can a review offer? Impersonations of the 
Star Wars characters, word games, sweepstakes prizes? This 
piece leans hard on historical perspective, design analysis, and 
dumb jokes. Hey, I’m not proud. 


Star Wars® Customizable Cai'd Game"" 

„ Premiere Edition 

Decipher, Inc., Norfolk, VA 
Format: 324-card set in three rarities; 

60-card starter set, $8.95; 15-card expansion set, $3. 
For 2 players; playing time 30-60 minutes. 
Design: Technical Design Services (Dan Burns, 
Ross Campbell, RollieTesh, and Tom Braunlich). 
Graphic Design: Uncredited. 

Contact: 253 Granby St., Norfolk, VA 23510-1813 
(804) 623-3600; DCustServe@decipher.com 
(problems, product information); , 

4 DJediMaster@decipher.com 

(rules questions, feedback); 

http://decipher.com/ 


Q: Why does it take so lony to produce 
a Star Wars yame? 

fl: Vou haue to yet siyned releases from 
all those Ewoks. 


Though Star Wars was one of the last big licensed proper¬ 
ties to arrive in the adventure gaming hobby, it affected the^ 
field horn the first movie’s 1977 debut. The early influence 
showed up most clearly in SPI’s interesting grand strategic war 
game Freedom in the Galaxy 1M (1978) and in the short-lived 
RPG Star Ace™ (Pacesetter, 1984). Both featured heroic rebels 
battling an evil galactic empire, although Freedom was an 
abstract political simulation whereas Star Ace went for goofy 
zip-zap-zoom planet hopping. 

Only in 1987 did the real article finally reach the field, 
with Star Wars: The Roleplaying Game™ (West End Games). 
Designed by Greg Cosdkyan, with a 1989 rules supplement by 
Greg Gorden, this excellent RPG showed clear understanding 
of the Star Wars virtues, especially in its sensitive ethical treat¬ 
ment of the Force. It also had first-class production values, a 
virtue shared by the new Decipher card game. 

You liked the look of the Star Wars cards, didn’t you? 

You couldn’t miss the similarity to Decipher’s Star Trek: The 
Next Generation cards—the slick design, handsome type¬ 
faces, and beautifully reproduced still photos, printed by 
Carta Muhdi on sturdy stock. And perhaps even more than 
the Trek cards, these have appeal for the non-gaming card 
collector. The three-line lore descriptions, the newly created 
backgrounds for obscure characters, the close-ups of blast 
door controls and droid detectors—devoted fans love these. If 
you know who Biggs Darklighter is, this is your game. 

It all looks as pretty as Star Trek. And the similarities 
continue, which is the big problem. 


Y 'ou already know what this review will say. 

You can have fun with Decipher’s Star Wars 
Customizable Card Game IM if you buy a lot of 
cards. Buy in big, or you’ll get nowhere. The 
cards look beautiful, and they enhance the Star 
Wars® universe, but the game isn’t all there yet. Forget about 
finding the main movie characters. Combat works fine. 
Collectors and devout fans will love these cards, but gamers 
less intensely interested in the Star Wars movies should treat 
the design as an exciting generic space combat, not particular¬ 
ly evocative of the films but still fun—if you buy in big. 

You knew that. After all, you waited for this game until 
you turned pale blue, right? As soon as it hit the shelves in 
late December, everyone you know bought some decks, and 
everyone gave you an opinion. Or you saw a million posts 
online. Or you’ve already played it yourself. Right? 

No wonder Decipher didn’t send out advance review 
copies. I write this review barely ten days after the game’s 
release, but by the time these words hit print, every gamer in 
the English-speaking world will already have bought Star 
Wars or decided not to. Nobody needs the premise explained, 
Everyone, except children under two, knows George Lucas’ 
three mega-hit space opera movies, Star Wars (1977), The 
Empire Strikes Back (1980), and Return of the Jedi (1983). 
Every gamer knows that Decipher, publisher of the troubled 
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Q: How many Decipher designers does it 
take to change a light |mlb? 

R: U!e at Decipher are sorry some customers 
haue failed to appreciate the design 
subtlety of their darkened rooms. Our 
commitment to excellence is clear to 
• anyone with the proper infrared sighting 

equipment. Out of generosity, me are 
^pending a million dollars to ship free 
light bulbs to your retailer. 

•ft 

The complaints gamers made over and over about 
Deciphers Star Trek game were that (1) the main characters 
were too hard to find, and (2) starter decks were unplayable. 
Let’s defer the first point and go right ta Decipher’s Warp 
Packs for the Stay Trek CCG. Speaking personally, if I had 
to distribute a million bucks’ worth of free fifteen-card 
booster packs nationwide to fix the problem of unplayable 
starter decks, I would learn from the experience. In later 
games I would try to make the starters playable. Maybe you, 
like me, were surprised to find that Decipher has not only 
made Star Wars starters unplayable, they’re even more 
unplayable than Trek starters. One of these “starters” is just 
an arbitrary stack of cards. 

A company netrep said that if you take the thirty Light 
Side (good) and thirty Dark Side (evil) cards in one starter 
and trade half with an opponent, you can each play a game 
'with the requisite sixty cards. Yes, and you can also hold the 
cards* in your teeth, but your hands work better. Two 
starters—at least, any two of the three starters I got—can’t 
pretend to make practical decks. In your starters, did you get 
characters like Rebel Pilots and Imperial Pilots with no 
starfighters for them to fly? Planetary systems with no accom¬ 
panying on-planet sites, or (in the case of the Death Star) vice 
versa? Timer Mines that are deployed by mining droids, but 
no mining droids? Effects that create “nighttime conditions” 
on a planet, but no cards that use these conditions? Interrupts 
that depend on your Tusken Raiders or Stormtroopers, except 
that—oh well. Did this happen to you? 

Fortunately, I also had six boosters, and from my 270 
cards I cobbled together two barely passable decks. Now the 
fun finally began, because Star Wars is a sound design, clear¬ 
ly explained in a good rulebook. It’s fun to take control of 
systems and sites and win by sucking your opponent’s cards 
down to zero. Using your deck as a reservoir of Force (life) 
points is clever, like a game of Magic where your life total 
equals the cards in your library. Laying out sites in lines, like 
the spaceline in Trek; deploying characters, then equipping 
them with vehicles and weapons and neat stuff; slugging it 
out, Light versus Dark, with power totals augmented by 
“destiny” draws from your deck; dealing with “attrition” 
losses mandated by destiny; moving from site to adjacent 
site, shuttling from a planet into space, flying from system 
to system—it’s all fun. 

The design smoothly conjures episodes of heroism, vil¬ 
lainy, and fighting-fighting-fighting. Even my weak, emaciat¬ 
ed decks, obvious bantha fodder for any player with more 
cards, still got pulses racing as my generic Rebel Guard and 


a generic R2 droid held Tatooine’s Docking Bay 94 against 
the Empire’s Chief Bast and the corrupt but well-armed tax 
collector Feltipern Trevagg. (The guard panicked and called in 
a Shivastanen Wolfman.) Decipher’s early Star Trek publicity 
stressed how “characters in the Star Trek universe are too 
mature to be blatantly aggressive.” The designers are having 
no truck with maturity in Star Wars. Forget maturity, deploy 
that blaster rifle! This is war! 

The question is, is it Star Wars ? 

In two respects, I don’t think so. The first, character rari¬ 
ty, is discussed below. The second concerns the game’s han¬ 
dling of the Force. It surrounds and penetrates us, it binds the 
galaxy together, but in the Star Wars card game it’s just a deck 
of cards doubling as life points. When you watched players 
dealing cards onto their Force Pile, then spending the cards to 
deploy other cards, then re-circulating them from the Used 
Pile back to the Reserve Deck, did you feel like they were 
really using the Force, the way Luke used it to cream the 
Death Star? Did it bug you that in Decipher’s system, not 
only Jedi Knights, but everybody on both sides, was techni¬ 
cally using the Force all the time? When Grand Moff Tarkin 
is using the Force, something feels wrong. The Force, a sym¬ 
bol of ethical conduct, here is reduced to a mere movie term 
arbitrarily wrapped around a game mechanic. 

In one respect this Premiere Edition does duplicate a 
true (if frustrating) aspect of the Star Wars series—it’s not 
finished. The rulebook says that later expansions will add 
rules for bounty hunting (capturing opposing cards) and, 
finally, the actual Death Star that all these Death Star sites 
attach to. If you had designed this game, do you think you 
might have found room in 324 cards for the Death Star? Or 
Chewbacca, or R2-D2? Me too! And what do we have in 
their place? Piles of nothing: Obi-Wan’s Cape, Tusken 
Breath Mask, Jawa Siesta, Vaporators, “Look Sir, Droids,” 
Boring Conversation Anyway, “Luke! Luuuke!” and, so help 
me, an Ommni Box—one of the musical instruments played 
in the cantina. Every object and every memorable line in the 
mpvies looks likely to show up on its own card. This 
prompts the following question: 

Q: Hour many cards can a Decipher designer 
make nut of the first sentence of Lincoln s 
Gettysburg Address? 

A: Forty nine: Gettysburg, The Lectern, Abe s 
Speech, Four Score and Seuen, Our Fathers, 

The Bringing Forth, This Continent, Aein 
Aation, Concerned in Liberty, Dedicated, 

The Proposition, Dll Alen, Created Equal, * 
thirty four named audience members, 
Applause, and Abe s Back. The Abe Lincoln 
card costs $75. 

* * 

When you were looking forward to this card game, and 
then when you first looked through the cards, you probably 
thought of all the great scenes you enjoyed in the movies. 
Maybe your favorite part was in the cantina, or the first space 
battle as the Millennium Falcon blasts off from Tatooine, or 
Han and Luke’s comic byplay in the Death Star control room, 


pUELISr 

97 


Background by Amy Weber 


REVIEWS & COMMENTARY 



REVIEWS & COMMENTARY 


or our heroes in the garbage masher, or_Like the Star Wars 

Premiere Edition , this list gets only halfway through the first 
film. All these sc*|| ! involve interesting characters that we 
care about. ThesWifacters, more than the blaster bolts and 
the planets exploding, are what make Star Wars such a com¬ 
pelling story. 

The rarity ofr the major film characters in Star Wars has 
provoked bitter complaint. The people who bought a back¬ 
pack full of Star Trek card s without finding Captain Picard 
*now buy whole boxes of Star Wars without seeing Luke 
Skywalker, Darth Vader, or any other recognizable face. Even 
the neat vehicles and locations ( Millennium Falcon , the canti¬ 
na) are rare. The same playcts get uncommon cards uselessly 
keyed to specific rares. For instante, “Lukes Back” brings the 
Luke card back to life. 

Any buyer of a Star Wars game can legitimately expect 
the popular characters to show up. In that sense, as in the 
Force approach described above, the Decipher game fails to 
capture its subject. Although it’s fun to send your Jawas 
tootling across the Jundland Wastes in a landspeeder to fight 
military droids led by Commander Praji, you may justly 
observe that it doesn’t feel much like the movies. Yet unlike 
the starter problem, character rarity is not itself a design issue. 
The game isn’t exactly Star Wars when its Wars lack a recog¬ 
nizable Star, but it still works. 

As later unlimited editions appear* the issue of character 
rarity will fade. However, its existence indicates Decipher’s atti¬ 
tude, which emphasizes the collectability of Star Wars over its 
game play. This has led to a genuine design flaw, known gener- 

ically in some circles as the “Great Rare Problem.” 

% 


The Star Wars designers, Technical Game Services, 
believe in the thrill of the hunt. Designer Tom Braunlich 
(who also co-designed Trek) demonstrated this when he 
addressed the rarity issue in a December statement posted 
on the Internet. The memo’s candor is both fascinating 
and unsettling. 

Braunlich wrote that earlier plans to make the major 
characters common were changed because “collectors who had 
already pre-ordered boxes were angry that the most collectable 
characters would be relegated to a cheap card. . . . Not only 
does it hurt collectability if the main characters are common, 
but our playtesting found that the playability was also unsatis¬ 
factory—and it also lacked logic since common cards can’t be 
stronger than rare cards, and thus the remaining cards in that 
set made little sense relative to rarity. It just didn’t work. . . . 

The rpost popular cards simply must be relatively hard to ♦ 
find; that’s the nature of these games.” 

Collectors should feel heartened. Players, though, may 
note several points for discussion: 

(1) “The playability was also unsatisfactory.” Braunlich » 
does not elaborate, but presumably the high power values of 
the major characters created such high combat totals that 
destiny draws (which boost these totals unpredictably) lost 
relevance. Also, high ability scores may have reduced the 
usefulness of weapons and devices, which often depend on 
destiny draws that exceed the target’s ability. If true, fair 
enough. But these are only technical cfesign problems, fix- 
able in any number of ways. The idea that a Star Wars game 
inherently suffers because the major Star Wars characters are 
common is not defensible. 


DESIGNER’S 
NOTES . 

TOM BRAUNLICH 

The Star Wars Customizable Card 
Game was a marvelous design challenge. 
We had many ambitious goals, all of 
which had to be executed using only the 
material in a few hours’ worth of film. 
Fortunately, the richness of George 
Lucas’s fantasy world made this possible. 

The main goal of the design was to sim¬ 
ulate as much as possible the feel of the 
Star Wars universe, allowing players to 
experience the emotions of Star Wars as 
they play. This meant featuring concepts^ 
like the Force, good vs. evil, the large 
number of droids, aliens, and alien land¬ 
scapes, plus the excitement of tense bat¬ 
tles and heroic actions. The other major 
goal was to have a fun and quick game, 
focusing on battle, as the Star Wars sto¬ 
ries themselves do. 


We achieved these goals by implement¬ 
ing several new elements. The most visi¬ 
ble of these is the split of the cards into 
“Light Side” and “Dark Side” cards, 

* with one player required to play each 
role. You will notice that the functionali¬ 
ty of th£ two sides also mirrors Star 
Wars . They are not equal, and,each side 

has cards that the other does not. From 

* 

a design standpoint, we had to create a 
“dynamic equilibrium”—the Dark Side 
is generally more powerful, but the 
Light Side is sneaky and slippery. It took 
a lot of experimentation to arrive at a 
balance of cards between the two sides, 
which have very different feels but a 
roughly equal amount of strength. 

* 

To me, the most interesting aspect of the 
gapie is the way the Force is simulated. 
The game is essentially a battle of the 
Force between the two sides, and the 
one who manipulates his or her Force 
most cleverly wins. 


This was achieved through three very 
unusual new features—the use of the 
cards themselves as Force units, the draw 
deck as the amount of Life Force the 
player'has, and the way this Force is cir- * 
culated’. The cards in your deck indicate 
Life Force—yet you must also put those 
cards into play in order tb try to attack 
the opponent’s forces and defend your 
own. Instead of drawing cards into their 
hand as usual, players “activate Force” 
from the Reserve Deck, which can be 
either used to provide Force to “pay for” 
"actions in play or be drawn into playefs’ 
hands. Force a player uses to pay for 
things is circulated back into his or 
her reserves. 

This Force circulation creates many 
strategies and tactics that are unique to 
SW:CCG. When you play a card, to 
deploy a character, for example, you accu¬ 
mulate certain advantages; however, 
doing so also depletes a unit of Force 
from your Life Force. A player must 
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(2) It’s a truism that “common cards can’t be stronger 
than rare cards.” But in a good desigq, rares shouldn’t be 
stronger than commons, either; cards should be balanced 
against one another regardless of rarity. A card should be rare 
only because it is more narrowly usefhl or has effects confusing 
to novices. The statement that the remaining Star Wars cards 
make “little sense relative to rarity” is, or should be, meaning¬ 
less. But Braunlich evidently thinks rarity should equal power. 

(3) Bi^aunlicfyalso ecfuates popularity with scarcity— 
’’that’s the nature of these games.” Which games? In Magic, 
an advanced player with an expensive deck must still respect a 
common Fireball or Howl From Beyond. If you could build a 
tournament deck with all the green rares you wanted, would 
you leave out Giant Growth? Ideally the nature of these 
games, as opposed to these collectable card'sets, is that they’re 
playable and fun fqr the whole target audience. 

The collector’s mentality shows in many Decipher state¬ 
ments. A netrep spoke of the “emotional” impact of finding a 
rare character and added, “If everyone had Luke, would you 
like it as much?” As a player, I don’t get this. Luke goes in my 
Light deck, and my opponent is playing Dark; I’m the only 
one in the game with Luke. If the Light player at the next 
table doesn’t have Luke, am I supposed to feel cool? I can’t 
identify who first said, “It’s no fun being rich unless others are 
poor,” but clearly Decipher endorses this idea. 

Decipher’s arbitrary designations of rarity, involved as 
they are with players’ emotional expectations (“I want Han!” 
“Then he’s rare.”), create something of a class distinction 
among gamers, an artificial system of haves and have-nots 
based on luck and money. 


Q: How can you toll when a game company 
gets a Star Wars license? 

H. The publisher starts wearing sports 
jackets made ot $100 bills. 

So you’ve read this far, even though you already knew 
what to think about Star Wars. Thank you! It may be point¬ 
less to review a game that will certainly sell hundreds of mil¬ 
lions of cards regardless of quality. But we can hope that by 
bringing to light its virtues and flaws, other designers will 
heed the lessons. Possibly even Decipher, which talks about its 
“unreasonably high standard of excellence” more olten than 
the record justifies, may modify later Star Wars editions to 
provide better value. II so, those will be the editions to buy, 
because the game rules proper deserve respect. 

Earlier I listed some ol the Star Wars scenes you might 
consider favorites. I’ll close with my own: the peaceful 
moment halfway through Return of the Jedi where C-3PO is 
telling the Ewoks about the adventures of Luke, Leia, Han, 
and the rest! As the droid tells the tale, 
the audience sits raptly, eyes wide 
with wonder, hearts caught up 
in this splendid tale. This scene 
exactly sums up for me the entire 
Star Wars phenomenon. 

Allen Varney is a freelance writer. 

Hisjreviews appear regidarly 
in The Duelist. 


determine when a deployment is worth¬ 
while, which depends on the current situ¬ 
ation. The efficiency with which each 
player manages his or her Force is critical. 

Other features of the gam£ are destiny 
numbers (which partly determine the 
outcomes for ,a variety of actions or bat¬ 
tles), and attrition (an aspect of battles 
that adds realism without getting into 
complexities like degrees of damage). 
Attrition also allows for many situations 
in which a strong military force can be 
successfully attacked by a weaker force— 
allowing for the kind of heroic actions 
that permeate the films. 

As you play, remember that the game 
also had to be designed to have enough 
depth to last for years and to accommo¬ 
date all the future cards that will come 
into play in the expansion sets for 
Empire Strikes Back , etc. Leaving room 
to expand means that there are many 
aspects of play that will be developed 


more fully as the expansions come out. 
Jedi skills and abilities will play an ever- 
' increasing role, and*concepts like bounty 
hunters, capturing, Death Stars, and so 
on have been saved for later. Feedback 
from players will help us decide the par¬ 
ticulars of how to expand, what ele¬ 
ments to emphasize, and so on. 

Decipher is happy to receive comments 
about game play, and we will attempt to* 
integrate as much feedback as possible. 

One fun aspect of working on SW:CCG 
was the opportunity to name new char¬ 
acters and other cards. For example, 
many of the aliens that are only seen in 
the shadows of the cantina in the movie 
could be shown clearly on cards. Yet 
most of these characters had no names 
or histories. Working with Lycasfilm 
and West End Games, we were able to 
create names, backgrounds, and other 
interesting details for them, as well as 
for miscellaneous pieces of equipment. 
This new information is considered offi- 


pUELIST 

99 



cial and was 

coordinated to match with 
other sources of information, including 
some of the novels and other Star Wars 
materials. Each of the characters and 
items pictured, however, is based on 
canonical information in the film itself. 

The research gave us new respect for the 
richness of the movies, and the 
SW:CCG c^rds extend this pleasure by 
allowing fans to focus on these details 
and enjoy them close up. The game 
allows us to play “What if?’’ scenarios, 
exploring them and getting a feel for 
what could have happened in the movie. 
Playing SW:CCG, you wonder how 
Luke ever made it through Mos Eisley 
alive, much less the Death Star. The 
Force must have been witj^i him! 

May the Force be with you! 

Tam Braunlich is a member of Technical 
Same Seruices and co designer of 

Star Wars: The Customizable Card Same. 
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The Crow™ 

(Target Games, Stockholm, Sweden) 

Design: Bryan Winter 
Format: 105-card set. 15-card 
booster with rules, $2.95. 

For 2+ players; 30-60 minutes. 


Based on the movie, The Crow uses 
images from the film as its art and the 
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Legend of the Five Rings™ 

(Alderac Entertainment 
Group I Isomedia, Ontario, CA) 
Design: Dave Williams, with Ryan 
S. Dancey and Matt Wilson 
Format: 308-card set; 4 rarities. 
60-card starter deck, $7.95; 
15-card booster pack, $2.45. 

For 2-6 players; 1-4 hours. 


This delightful and skillfully 
designed game sends six noble families 
scrambling for the throne of the 
Japanese-style fantasy empire Rokugan. 
Each player, a lord of one clan, starts 
with a Stronghold (printed on each 
starter box) that has a unique power. 

Clans command samurai, ninjas, 
Wily Traders, and other Personalities. 
These in turn use personal honor to 
command Followers. Equip these units 
with spells and weapons, paying for 
them with gold from mines, ports, mar¬ 
kets, stables, and Jade Works. To accrue 
Family Honor points, units attack 
enemy provinces, which serve as staging 
areas used to introduce new cards into 
play. You lose if all your provinces are 
destroyed or if you drop to -20 Honor; 

you win by defeating all other 
players, starting a turn with 
40 Honor, or playing all 
five Elemental Ring cards. 

From Sanctified 
Temples to Honorable 
Seppuku, Legend of 
the Five Rings 
conjures the 


milieu of feudal Japan as vividly as an 
Akira Kurosawa film. 

Every game tells a story of honor 
and dishonor, heroism and betrayal. 
Players stay involved constantly, playing 
cards and dispatching armies during 
other players’ turns. Battles are intricate 
contests of maneuver. In the game’s 
neatest feature, two leaders square off in 
a samurai-style challenge, a suspenseful 
contest of wills in which players play 
Focus cards to aid their Chi totals prior 
to a single, all-or-nothing strike. 

Sold in clan-specific starters, the 
game plays well out of the box and pre¬ 
sents many deck-design options. Cards 
are balanced, and combinations abound. 

The rich design of Legend of the 
Five Rings makes it a bit tricky to learn, 
so expect to spend several games feeling 
your way along. Rules holes will set 
novices pondering. Also, multi-player 
L5R breaches design principles by let¬ 
ting players get knocked out before the 
end and by letting anyone attack any¬ 
one, which leads to the curse of king- 
making. Set up rules to cure these ills. 

You’ll want more than house rules, 
though, to change what some will 
regard as a major drawback: the game’s 
length. Four or five players with decent 
decks can expect to spend an entire 
evening on one game. You could play 
to lower Honor totals, but then the 
game ends before it’s fairly started; it 
takes time to show the game’s virtues. 

But start early, try to move it 
along, and Legend of the Five Rings 
will captivate you. If you like strong 
atmosphere, intricate battles, and things 
Japanese, then buy a couple of starters, 
browse Musashi’s Book of Five Rings , 
and prepare to claim the throne. Banzai! 

—Allen Varney 


conflict between Angels and Devils as its 
premise. The movie tells the story of Eric 
Draven, a nice guy who returns from the 
grave to avenge himself and his fiancee 
on the gangsters who killed them. 

The game includes two categories 
of cards, Souls and Specials. All Soul 
cards are creatures that fall into one of 
three categories: Angels, Devils, or 
Bystanders. Special cards fall into three 
categories: those that require an action 
to bring them into play, those that are 
only used during combat, and a few 
that can be used at any time. 

Most of the Special cards simply 
modify a Soul’s Attack Rating and 
Defense Rating. The higher of the two 
is the card’s Virtue, which is the cost to 
bring it into play and the number of 
Vengeance points it’s worth if killed. 

Play is simple; each player gets 
three actions per turn. The most basic 
action is putting a card into play; to do 
so, you must discard cards from your 
hand equaling or exceeding the Virtue 
of the card entering play. The second 
basic action is an attack; the attacker 
decides who the attacker and defender 
are. Once a card is successfully attacked, 
it is wounded. If it is wounded again, it 
is killed and removed from the game, 
with all its attachments. That’s it; no 
blocking, no tapping, no messy timing 
rules. The first player to accumulate 25 
Virtue points wins. 

You’ll need at least sixty cards to 
put together a basic deck—double that 
for a stronger, more playable deck. 

Every pack contains the rules, so the 
initial outlay is small. Because you wind 
up discarding cards to bring cards into 
play, it plays well out of the pack. 

Most importantly for a licensed 
product, the game stays true to the tone 
and spirit of the movie: it’s all about 
combat and attitude, with a shallow 
vengeance plot to justify its excesses. 

This is an easy game for experi¬ 
enced players to pick up and a good one 
to introduce newcomers to TCGs. It’s 
worth a look for anyone looking for a 
simple game or a different flavor, but it’s 
not for advanced players looking for 
new design innovations. 

—Wolfgang Baur 


Background by Amy Weber 
Spot illustration by Quinton Hoover 
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The Saga continues 
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Legend of the Five Rings and Shadowlands are ™ and © 1995 Alderac Entertainment Group and ISOMEDIA. 
Artwork © Randy Elliott, Matt Wilson, and Carl Frank 1995. 







by J. M. White 


New Year's Lock 


A Worried Market 

Wile it has received its share of criticism (not to mention 
the fall release of the set causing many to compare it to Fallen 
Empires ™), Homelands ™ is a beautifully produced product 
which has done well in the marketplace. Sales reports from 
retailers have been positive, an impressive feat at a time when 
retail sales in the trading-card-game market overall have 
dropped thirty to forty percent. Ice Age ™ and Chronicles ™, con¬ 
troversial products to begin with, have also held up well. While 
sales are nowhere near what they could have been eighteen 
months ago, Magic™ is aging well for a product two-and-a-half 
years old. The December changes at Wizards of 
the Coast are likely to make a big difference in 
the coming months for Deckmaster™ products 


Middle-earth is a strong TCG market-share contender and has 
caused a real furor among North American Tolkien fans. And it 
is even more popular in Europe! Singles of the game are start¬ 
ing to be widely sold, even by stores who swore the set was too 
big for them to handle in inventory—which shows you what 
demand can do. Other stores are wary of carrying any single 
card inventory until Magic prices pick up. 


In the industry at large, the sheer number of 
scheduled trading-card-game releases from 
established companies and from young entrepre¬ 
neurs has caused a slump in sales of new TCG 
products. Some distributors Eve talked to say 
they can’t even sell a single box of a new release to their stores. 
With tax season ahead, cash flow problems are at an all-time 
high. It’s going to take some time before the dust settles enough 
on deceased games and defunct distributors to restore the retail¬ 
ers’ faith in the lines which are thriving. Many companies have 
taken a wait-and-see approach to the launch of their first TCG 
and have delayed product releases until the spring or summer. 

A New holiday favorite 

“No game has hit the market with the same furor as a 
Magic release.” 

—J. M. White, “The Diviner,” Duelist #7 

A^/ell, it was a true statement then.... Star Wars has 
launched itself to the top of the list this holiday season, eclips¬ 
ing almost every product except Middle-earth and Magic: The 
Gathering. Those dubious about the game-play quality have 
found it to be playable, and collectors are paying up to $50 for 
Darth Vader and Han Solo. The standard deck set from Parker 
Brothers, scheduled for release in February, could gain much 
interest for Star Wars and hopefully other TCGs—we’ll see. 


Some distributors I’ve 
talked to say they 
can’t even sell a single 
box of a new release 
to their stores. 


Heresy™, released just before the holidays, is also quietly 
carving out a spot for itself. Although its game mechanics have 
been compared to other TCG products, Heresy 
has by far the biggest list of famous artists associ¬ 
ated with it. Collectors have created an interest in 
singles, and individual cards are already being 
sold in some stores. 


Although the sports TCGs have yet to cause the 
crazed swarms we first imagined, the NFL game, 
Red Zone™, and the major-league baseball game, 
Top of the Order™, both by Donruss, have done extremely 
well during a difficult time. I expect a bigger piece of the pie to 
go to the savvy young design team at NXT games before long. 
The Upper Deck Company’s first venture into the TCG 
market, Gridiron Fantasy Football™, has generated mixed 
response. The two versions of the game (one for the hobby 
market and another for the mass market) have made it difficult 
to judge the product’s overall success. In fact, it has become 
much harder to gauge the success of any of the TCGs available 
in the large chain stores, including Magic. As large amounts of 
product fly through or remain on shelves of the mass-market 
stores and bookstores, market trends become harder to identi¬ 
fy—products which sell slowly at your local game store may be 
whisked off the shelves in an hour at Wal-Mart...well, maybe 
two hours.... 

Predictions for 96 

f hat was then; this is now: Star Date January 6, 1996. On 
the TCG market’s top tier are Magic: The Gathering™, Star 
Wars, and Middle-earth—interchange the order at will. The 
second tier includes OverPower™, Guardians™, Shadowfist™, 
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Scrye’s top nine 
Homelands cards 

(Scrye #12 Upper Quartile) 


and others that did well in the summer and fall and continue 
to thrive. Below this are older, dormant releases which are kept 
alive by the power of the companies which produce them and 
the active following that the games enjoy. In the dungeon are 
those products which don’t get played, don’t sell, and are gener¬ 
ally gathering dust. As the weight of these products increases, 
stores and distributors become sluggish, making consumers and 
retail stores reasonably cautious about trying new products. 

The future? The number of large, established companies 
from other industries (comics, sports, games, toys, etc.) 
entering the TCG market continues to increase. As I 
write, a number of big names are planning cross 
promotional activities for 1996: You’ll 
probably see major chains with promo 
tions and product endorsements for 
TCGs, like the upcoming Highland 
Farms “Munchables” promotion with 
Fleer, which features the Marvel 
OverPower characters associated with 
Spider-man. By summer, I expect the 
cross-promotion phenomenon to be 
big: that’s when Skybox has plans 
to release a non-collectable card 
game for the younger set which 
is based on the Disney movie, 

The Hunchback of Notre Dame. The 
game will also have ties to Skybox’s 
trading card and sticker lines, includ¬ 
ing blank game cards which can be 
used with collectable stickers to create 
special cards for the game. 


tournaments may become popular spectator events. For a $ 10 
admission fee, spectators will be able to watch the top players 
in the world battle it out for the grand prize—a grand cash 
prize: $30,000 in cash for the 18 and older division, and equal 
that in scholarship money for the juniors. These tournaments 
will be held in several cities in the coming months, so watch for 
the announcements. (For more information about the Magic 
professional tournaments , see the Pro Tour article on page 70 in 
this issue 0 /The Duelist .) 

If all goes well with WotC’s 1996 marketing campaign, prices 
for out-of-print cards which have settled or even decreased 
over the last few months should increase again this year as 
interest in collecting grows (hopefully associated 
with the Microprose release). The prices for the latest 
Magic releases— Ice Age , Chronicles , and Homelands — 
have already reached their peak, and in the case of the 

first two of these, both of which had huge print 
runs, prices are likely to stabilize to a 
reasonably low level this year. Once the cards go 
out of print, prices may increase, but with the 
number of cards available, this 
could take a while. 


By far the most important upcoming 
product is the Microprose Magic: The 
Gathering computer game, which 
could change the TCG industry more 
than any other release this year. It 
remains to be seen whether the com¬ 
puter game will get more people inter¬ 
ested in the printed cards or if the exis¬ 
tence of an electronic version of Magic 
will cause the card market to suffer. My 
bet is on an increased interest in the 
cards. I think Microprose’s game may 
excite more people into playing Magic: 

The Gathering, leading them to buy 
cards to carry around. As a result, the single-card trade has the 
potential to be infused with players trying to strategize off-line 
for their on-line battles. The interactive potential of the com¬ 
puter game is huge. I can’t wait to see what happens. 


Baron Sengir.$10.00 

Primal Order.$7.50 

Mystic Decree.$7.00 

Apocalypse Chime. . . . $6.00 

Marjhan.$6.00 

Sengir Autocrat.$6.00 

Autumn Willow.$5.90 

Serra Aviary.$5.80 

Faerie Noble.$5.20 

Homelands is a limited-edition expansion 

for Magic: The Gathering. 


Even though Star Wars was 
the last big product 
announced for early 1996, and 
first quarter shows no releases of great 
magnitude, there are still some big 
products in the wings for spring and 
summer. The sports games haven’t real¬ 
ly had a chance to dig their cleats in 
yet, and a number of similar products 
are planned. There are also major 
licenses which have yet to be slated for 
production but which are likely to see 
light this year. Don’t fret—there is still 
a sky overhead. 

Best wishes to you and yours for the 
new year, and in the immortal words 
of a close friend: ’rots ’er ’ruck. 






The other WotC activity to watch for is the Magic: The 
Gathering professional tournament tour which kicks off in 
February 16-18 in New York City. Although the first event is 
small (consisting of 330 players or so) the interest in last year’s 
National and World Magic Championships suggests that these 


J. M. White is the publisher of Sc rye: Guide to Collectible Card 
Games, the first publication to list single card prices for 
CCG cards. Scrye features a complete price guide for Magic: The 
Gathering in every issue and is available almost 
everywhere TCGs (CCGs) are sold. 
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The musings of Richardf Garfield 

The Hot Chocolate of Games 

W hat defines a game? Chess consists of a set of 
rules. But chess is also the shape of the pieces, 
the manner in which the game is played, the 
history of the game. If you always play chess in front of a 
fire with a cup of hot chocolate, then for you this atmos¬ 
phere is part of the game itself. You might think of a game 
of chess as a person: The rules—the object of the game, the 
functions of the pieces—are the skeleton, relatively inflexible 
and providing structure for the rest. Then there is the body, 
or form of the game—the colors of the board, the military 
names, and the shapes of the pieces. 

The flavor that a game has can completely change the expe¬ 
rience a player has playing it. If a game has a science-fiction 
flavor, I will have a different experience than if it has a his¬ 
torical flavor, even if the game rules are essentially the same. 
Similarly, when I play go , if I play on a plastic board with 
plastic pieces, my play experience is completely different 
than if I play with a wooden board and stone pieces. I 
believe that some players internalize games enough that the 
environment and trapping of the game make no difference; 
these people are playing a celestial go , a go that resides only 
in their hearts and minds. Unfortunately, I am anchored to 
this world when I play and only occasionally get a visitors pass 
different world. For many game players, the form and fla- 
F a game is as important as the rules themselves. 


But there is more to a game than just rules or form. Much 
of a game consists of the traditions and rituals that the play¬ 
er brings to it. Some of the most interesting elements of a 
game are the traditions associated with play. Some of them 
have an obvious origin, such as cutting a deck of cards 
before the deal, while others, like the tradition of Ace being 
high in a given game, have a more obscure origin and mean¬ 
ing. Many games of cards have exceptionally strange rank¬ 
ings, making the 7, 8, A, K, Q, J, T, 9 order of cards in Le 
True, for example, seem perfectly normal. Often, these 
seemingly arbitrary rules—white going first in chess, or 
black going first in go, for example—are nothing but tradi¬ 
tions that have been incorporated over time. Though I am 
sometimes tempted to teach such games without these arbi¬ 
trary rules, since they can increase the difficulty of learning, 
they are a legitimate part of the games, and I always honor 
and pass them on to new players. 

Often players bring their own rituals to games. I know one 
group of players who would call out,“Magic Realm” when¬ 
ever two or more people rolled the same number on a die. 
The call was named for an old Avalon Hill game in which 
players apparently rolled a lot of ties. Another group would 
finish a game of Acquire by changing their money to the 
highest denomination and laying their bills down one by 
one until only one player had any money remaining. The 
way some people choose to keep track of life in Magic, 
using stones while others choose paper and pencil or a 
counter, could be considered a matter of tradition. As with 
most forms of entertainment, since such traditions change 
the way a game feels to play, they are truly part of the game. 

It is interesting to track how traditions get spread. The call 
of “Magic Realm” has probably not spread to other gaming 
groups, but I believe it has spread to new people of the same 
group who have no idea where the call came from. In time, 
if the tradition is followed consistently enough, it might 
even change from tradition to rules of the game. An exam¬ 
ple of this in my group is the use of a timer in RoboRally™. 
Using a timer makes the game go more quickly and makes 
the game play a bit more amusing, so it has become a stan¬ 
dard element of our games. Some trading card games now 
make a rule of knocking the table to indicate when a turn is 
done, a tradition that sprang up in Magic, and previously 
existed in many classic card games. 
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'\X7(T hen I P la y a g ame I am very familiar with, I 
\ Tt / frequently find myself falling into a state of 
▼ ▼ detachment. My body and enough of my brain 
know the task I am performing so that “I” can take a break. 
The mind is cleared as the body goes on autopilot, produc¬ 
ing a special sort of relaxation—one in which there isn’t 
enough concentration left over to worry about problems 
outside the game that I otherwise might fixate on. I am told 
that musicians are familiar with this frame of mind; I expe¬ 
rience something akin to this when I juggle, or when I take 
a shower. 

Although the best part of a game is the problem solving and 
innovation that it stimulates, I know many good game play¬ 
ers who aren’t at all innovative in certain games. There was 
probably some problem solving when they learned the 
game, but eventually they found a skill level they were com¬ 
fortable with, kicked back, and settled in. 

This is particularly apparent with games such as Uno or 
Klondike solitaire. These games have enough luck in them 
that most people play close-to-optimally anyway. It is obvi¬ 
ous that the attraction is not problem solving; instead, I 
believe it is the ritual of play, the performance of a task play¬ 
ers know well for the sake of the task. Just as some people 
find pleasure and relaxation in the daily rituals of cooking 
meals, walking the dog, or doing a paper route, many game 
players get the same pleasure through the ritual of the game. 
This is something positive that games offer to good and reg¬ 
ular players, a part of the art of game play that does not rely 
on continuous learning and problem solving. 

Ritual gaming also provides a comfortable medium in which 
to relate to other people. The games act as modular rituals 
that can be fit into any part of the day. Similarly, games can 
provide an excellent social vehicle for an age in which so 
many of the social traditions have eroded, leaving many 
people a little lost when among those they don’t know too 
well. A game provides a good, interactive common ground 
for dealing with strangers in a social setting, or with friends 
you have lost touch with. I wouldn’t be surprised if game 
playing were more common among people without much 
daily routine, as a substitute for other sorts of rituals. 


It is certainly not true that a ritual game player is a bac 
game player. There are many people who play a fine game 
bridge or chess, even though it is essentially the same game 
they’ve played for the last twenty years. I consider this way 
of playing games no worse than my continuing to juggle 
from time to time, even though I’ve learned no new moves 
in years. One might think of this method of game play as 
software which ritual players have stopped revising; now 
they compete their software in the way Magic players cor 
pete their decks—they don’t stop making decisions onceJ^V 
their decks are tuned. 

I often partake in ritual play, but there is no doubt that my 
favorite part of games is discovery. Nothing is quite like the 
discovery phase of a game, the period in which new players 
make their first big leaps in skill and the overall game tech¬ 
nology is increasing rapidly. Because of this, I really enjoy 
learning new games. While most people find learning new 
rules too burdensome to do often, I have incorporated that 
into my whole game-playing style. You might say that 
learning new rules and trying new things with games is 
part of my personal ritual of gaming. For example, I’ll sel-L 
dom play a simple game of chess when I can play a weird 
variation that 1 haven’t tried before. Are innovation and 
ritual in games mutually exclusive? I don’t think so. One of 
the reasons I keep coming back to Magic, and why I’ve 
repeatedly returned to Cosmic Encounter M > is because these 
games have enough variation to satisfy my interest in puzzle 
solving and innovation, while building a familiarity neces¬ 
sary to bring ritual play to another, higher level. 

Understanding the role of ritual in games can add to your 
enjoyment of playing them. Don’t be afraid to insti¬ 
tute a convention, or to take pleasure in one you 
already have. Just as the smell of fresh bread may 
send you to a past that never really existed, the | |j 
sounds of shuffling or the feel of the dice—the 
rituals of the game—may bring a purer pleasure 
than the play itself. 

An avid game player, Richard Garfield (a.k.a Playful 
AI) is well-known around The Duelist 
for his ritual of tempting busy edi¬ 
tors into playing the latest game he's 
designed “in his spare time.... ” 






With Phil and Dixie 



HOLO ITf WHAT IS This CYBER- 
SPACE? I MEAfi,YOU'RE iTUST 
SITTING- /N FRdMT OF YOUR. 
.COMPUTER,. 



by Phil Foglio 


IT PILL STARTED WHEN SOMEBODY 
AT TH£ RAND CORF HAD A 
RE/HARKABLY GOOD I PEA • 


HEY.' SCIENTISTS WORK IN‘OhJ 
THE SAME KIN PR STUFF SHOULD 
BF ABLE TO TALKTO BACH OTHER 
tio- MATTER WHERE THEY ARE 
AMD VO COMPUTING STUFF TO 

EACH OTHER.. ^ -—- 

THANKS, CAUL, ^ 
EMPTY MY WASTE 

basket; okay? 



THE RESULT WAS ARPANET, WHICH WAS FIRST BROUGHT 
OH LINE ON LABOR PAY, 1969. 


IN APE UU YEARS. THE SYSTEM HAD EKPANVEP 
ONTO Ml A CIO R. COLLEGES AS AM A IP TO 
GRADUATE AMP DOC TORAL RESEARCH. 



THE CREATION OF A CQMMCRClAU 
Met was significantly advanced 
when these first student 

USERS &RADUATEP- 


STEVE! IT WORKS-' A PERSONAL 
SIZEP COMPUTER YOU CAM 
USE IN THE HOME f VO YOU 
KNOW IUH ATTHIS MEANS? ^ 

Ij/frHE federation 

<\ iK c/H/rn/i 


AS THE HARDWARE WAS BElNO— 
CREATED, THE CONCEPT OF 
'CYBERSPACE ' WAS BElN(j— 
DEVELOPED BYS.F. ujA-ITERS. 



OK... TRY TO IMAGINE A NET¬ 
WORK OF COMPUTER CONNECTED 

machines All over, the Planet, 
See? and when you stick ini 

AN JCQ, CARD, TTLL GIVE YOU 

A WEY. 
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AND Hie PUBLIC'S exPectaT lOMS 
were sha pev by thoughtful 
and well researched films 
LAKE tron. 


THE FUTURE THAT CYBERPUNK 
embraces IS ONE IN WHICH people 
will experience r virect 
NEURAL LINK WITH THEIR 
COMPUTER.*. 


5o INSTERV OFxJUST RE HP INO — 
loO&DS OW A SCREEN, YOU CAKJ 
EXPERIENCE YOUR PROGRAMS 
FIRSTHAND. oh Pot- 



SOON PEOPLE UJIU 3E ABLE To HUE 

complete hues in cyberspace:, 

UJHICH UJILL 3E LIKE LlUlNO- 
INSipE R \H0Eo GAME. 



WITHIN CYBERSPACE, 
DATA IS EVERYTHING-. 
ITS THE UNIVERSAL- 
MEDIUM. ITS CURRENCY. 
IT'S SECURITY. IT'S 
COMMUNICATION, ITS 
A SMACK FOOT ,» 


SO-WHOEVER CONTROLS VAT A, 
CONTROLS THE POWER. AND eu€N 
OLQ Time PROGRAMMERS 

UNDERSTAND THAT. 
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I Don’t Think So 


Your opponent is Monique. She is playing a red/white direct-damage deck while you are playing 
an all-blue permission deck. The duel is very close, with each of you at 1 life. It is the beginning 
of Monique’s main phase. She needs to defeat you this turn or she will die from one of your 
Feedbacks during her next upkeep. Who will win the duel, you or Monique? 


by Mark Rosewater 


Red Elemental Blast 


Lightning Bolt 


Fireball 


Pyrotechnics 


Disintegrate 


<5: Look at targi 
player's hand. 


Glasses of Urza 


Mountain (5) 


*: +1/+0 until end of turn i 

A deafening roar arose as the fury of 
an enormous vertical river supplanted i 
our serenity. Eddies turned into \ 
whirling geysers, leveling everything 1 


Glasses of Urza 


Wall of Water 




Counter a target spell if its caster 
does not pay 35. Target spell’s 
caster must draw ana pay all 
available mana from lands and 
man*,pool until $ is paid; he or 
she may also pay mana from othe 
sources if desired. 


Counter target spell. X is the 
casting cost of the target spell. 


Counter target red spell or 
destroy target red permanent. 


Counter target red spell or 
destroy target red permanent. 


Counter target spell. 


Counterspell 


Spell Blast 

iUELIS 


Blue Elemental Blast 


Blue Elemental Blast 

'd by, Anthony Petrarcd: 


r rouni 


THE PUZZLIN 


MONIQUE’S HAND 


MONIQUE (RED/WHITE) 1 LIFE REMAINING 


YOU (BLUE) 1 LIFE REMAINING 


YOUR HAND 




























































































































In what I assume passes for evil-twin humor, my doppelganger decided to cut up a number of 
my cards and turn them into the two creatures you see below. Since he then hid the rest of my 
cards, I am unsure exactly what cards I need to start collecting again. I was hoping you could 
help me to identify where all the pieces below came from. The only thing I know is that the 
“War Giant” is made up completely of Fourth Edition M cards while the “Flesh Elemental” doesn't 
have any Fourth Edition in it. I wish you the best of luck. 


by Mark Rosewater 


(NO FOURTH EDITION CARDS) 


(ycKcajgn0£SLr 


first strike 


TVamplc 


Sometimes it’s best 


AU tijh!l 


Tap to destroy j X separate lands, 


pay 29 1 Hence the creature 


The warm rain of grease 


is the shortest 


route to defeat. 


Arab proverb 


■ywanUoftlic 


(ONLY FOURTH EDITION CARDS) 


10' Ifluc jnrawvu 
d' hvimhui Qtfveon 
8'O rD WvnobiHE2EV 
y HOKWU(W1KE tfWBE) 
f jHKnrr miswd (yvraon wvddock2) 
?' COVT COrEW (CHTOJObHEtf 
f ]rcyw d'ihh (W v xk jedim) 

3Tich 

y ErEWEnivr ynenia 
rM vrr ot WUMD yE 2 H 


Id - k|WHK? Ot KOKH2 

18'tfEvaujMia 

liVwwx otvrrVH 

19' EAir eae ot o^-ba-coke 

I i GV1E iO bHAtfEXIV 

|f erAbH Ot DEZABnCilOM 

13"JVMMOE,? C ottw 

13' HEBOI2W 

| I • CVUDEtVBKV Ot 1VMM02 


d'llWBEBMOrAEZ 
8' bElfiOUVT |MCVBMVUOH 
3' HEJ.HEK JHVDOM (CHHiaObHEK tfnJH) 
HAbnoiic gbEaEB (booerva gHnrEtf) 
2V2HUOD,2 9VUPE GEVK (WWK b oor E) 
f 20BCEKE22 QCtEEM \KVlV fcOeno) 

3' |2TVHD tl?H "IVZCOlAin? 
y CIWI1 JOtflORE 
I' WI2HBV.2MW WVCHWE 


I y BOWtuviiOM 
ie2xvji? 

12'Givm 2itEHGiH 
|f ErDEB rVUDMHKW 
13’ DE2EBJ. JMI21EK 

U'Vn b*bv 

11' rEAtVlHVH 
10' Btvck khicha 
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THE PUZZLIN 


PUZZLES 
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by Mark Rosewater 


Goblin 
Mutant 5/3 


Name That Card 


Your opponent is Lora. You’ve just won an Ice Age -only tourna¬ 
ment and Lora has just won a Fourth Edition -only tournament. 
Now you’re pitting your championship decks against one another. 
But things are looking mighty bleak. You have but a single card in 
your library and Lora, at the end of her main phase, has just tar¬ 
geted you with Vexing Arcanix. You quickly realize that only one 
card will allow you to defeat Lora before your next draw phase. 
What is the card and how can you win with it? 


Iceberg 

Enchantment 

When Iceberg comes into play, put X ice counters 
on it. 

3 : Put an ice counter on Iceberg. 

0 : Remove an ice counter from Iceberg to add 
one colorless mana to your mana pool. Play this 
ability as an interrupt. 


Magus of the Unseen 
Summon Wizard 

1 4 ,<y v : Untap target artifact opponent controls 
and gain control of it until end of turn. If that arti¬ 
fact is an artifact creature, it can attack, and you 
may use any of its abilities that require <p as part of 
the activation cost. When you lose control of the 
artifact, tap it. 


Banding, counts as a wall 
“ It’s the pqkey bits that hurt the 
most." 

- lb Halfheart, Goblin Tactician 


M/cf" 


Vexing Arcanix 
Artifact 

3 ,vy’: Target player names a card and then turns 
over the top card of his or her library. If that is the 
card named, put it into the players hand. Otherwise, 
put it into the player’s graveyard, and Vexing Arcanix 
deals 2 damage to that player. 


Wall of 
Shields 0/4 


Xenic Poltergeist 
Summon Poltergeist 

ip: Target non-creature artifact becomes an artifact 
creature with power and toughness each equal to its 
casting cost. Target retains all original abilities. This 
change lasts until your next upkeep. 


oUEUsr 


BackyrouncI by Anthony Petrarca 


LORA (BLACK/BLUE/GREEN) 6 LIFE REMAINING 


YOU (BLUE/RED) 1 LIFE REMAINING 


YOUR LIBRARY 









































Vexing Arcanix 


Skull Catapult 


j Does not untap during youfuntap^, 

[ phase, v >■ ft 

| 0: Untap target creature rppponept 
| controls to untapSc^devi Golem at ' 
j the-end f 

I apilityohly during your upkeep. 

[ JSJoto amnsready mtwsthe] ract 


>1 of target artifact. 


Soldevi 
Golem 5/3 


Crown of 
the Ages 


Adarkar 
Sentinel 3/3 


Steal Artifact 


Millstone 


Mountain 


Iceberg 
8 counters 


Mountain 


,v -» uiv, 


Xenic 

Poltergeist 1/1 


Durkwood Wande, 
Boars 4/4 


the Unseen 1/1 


If you think you have a solution and would like to test it out, or would like to offer general feedback, pl< 
WOOdy@wizards.com. Due to the high volume of responses, I might take a while to respond (and no. 


duelist 


Background.by Anthony Petrarca 


8 CARDS LEFT IN LIBRARY 


1 CARD LEFT IN LIBRARY 


M%»oF^cTAk^.; ‘fisO 


Summon Wteard 


Summon Poltergsi! 
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Steal Artifact 


PUZZLES 





















































VERTISERS 


DEX 


T he Duelist advertisers are your best source 
for information about their products and 
services. To get more information about any 
product or service, simply tear out this card, 
circle the number on the card that corresponds 
with the advertisement, stamp it, and drop it in 
the mail. Best of all, its free. 


So start gathering the information you 
need to stay on top of your game! 


want and 


For information about advertising in The Duelist and 
participating in the reader service program, contact: 

toe 


P.O. Box 707 • Renton, WA 98057-0707 
Tel: (206) 204-7262 Fax: (206) 204-5928 


Ad 

Code # 

Advertiser 

Page# 

15 

Acclaim Comics 

1 

p. 62 

16 

The Armory 

p. 63 

28 

The Card Vault 

p. 121 

27 

Comic & Fantasy Fair (Roc of Ages ’96) 

p. 121 

12 

Deck Protector (Rembrandt) 

p. 48 

35 

Deck Daemon (Bard’s Quest Software) 

p. 123 

13 

Duelists’ Convocation 

p. 73 

29 

East Coast Cards & Collectibles 

p. 121 

19 

Galactic Empires (Companion Games) 

p. 114 

22 

Game Master Ltd. 

p. 119 

33 

Gator Games 

p. 122 

37 

The Cursed Land (HarperCollins) 

p. 127 

6 

Highlander (Thunder Castle Games) 

p. 18 

9 

Iguana’s Comic Book Cafe 

P* 31 

25 

Infinity Comics & Games 

p. 120 

26 

J & M Enterprises 

p. 121 

2 

Killer Instinct (Topps) 

p.l 

18 

Legend of the Five Rings (Isomedia) 

p. 101 

1 

Magic: The Gathering Desktop Themes (MicroProse) 

Inside Front 

40 

Middle-earth Miniatures (Mithril Miniatures) 

p. 126 

36 

Middle-earth Play-By-Mail (Game Systems) 

p. 126 

39 

Middle-earth RPG (Iron Crown Enterprises) 

p. 126 

38 

Middle-earth: The Wizards (Iron Crown Enterprises) 

Inside Back 

20 

Mishra’s Game Factory 

p. 115 

10 

Mythos (Chaosium, Inc.) 

p. 32 


NXT Games 

p. 120 

24 

Paul & Judy’s Coins & Cards 

p. 120 

32 

Psychic Purge 

p. 122 

5 

Red Zone (Donruss) 

p. 41 

8 

Shadowfist (Daedalus) 

p. 30 

31 

Shahrazad Games 

p. 122 

30 

SpellGround (Khalsa-Brain Games) 

p. 122 

34 

The Supreme Strategist 

p. 122 

4 

INWO-Assassins (Steve Jackson Games) 

P-6 

14 

Throwing Stones (Gamesmiths) 

p. 55 

17 

Thunder & Lightning 

p. 67 

5 

Top of the Order (Donruss) 

p. 12 

23 

Troll & Toad 

p. 120 

3 

Rage: War.. .Amazon (White Wolf Game Studio) 

p. 4 & 5 

7 

Wildstorms (Wildstorm Productions) 

p. 23 

I 21 

Wizard’s Guild (Saratoga Sci-Fi Shop) 

p. 119 

1 11 

WordWare Publishing 

p. 47 



■ 



® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those products. 

Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. Wizards of the Coast is a registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc. 



















Please tell us what you think 



Complete the survey below, and we’ll enter you into a drawing for a finely crafted Duelist life counter. Ten winners will receive a sturdy 3 /f by 2 JT 
pewter and enamel counter with brass-plated and silver-plated beads, the perfect size to slip into a deck box. Each one is finished in one of the five 
colors of Magic. Mail the survey (or a photocopy of it) to: The Duelist , P.O. Box 707, Renton, WA 98057. 


Reader Poll: What do you want 
out of Magic Tournaments? 

How many DC-sanctioned Magic tournaments 
have you played in in the last six months? 

□ None □ 1-3 □ 4-6 Q 7-9 

□10-12 □ more than 12 

Which tournament formats do you play? 

□ Type I □ Type II Q Sealed Deck 

□other_ 

Which tournament format do you prefer? 

□ Type I □ Type II Q Sealed Deck 

□other_ 

Are you a member of the Duelists’ Convocation? 

□ Yes QNo 

How helpful is The Duelist Companion 
(the DCs newsletter) for tournament players? 

□ Very helpful □ Not at all helpful 

□ Somewhat helpful Q I don’t read it 


Do you use Duelists’ Convocation tournament 
deck-construction rules for casual play? 

□ Never Q Sometimes Q Always 

How do you feel about the DC’s Restricted and 
Banned Lists for tournament play? 

□ They hurt the game. Q They help the game. 

□ They have little effect. 

Should the DCs Type I and Type II formats have 
completely independent Restricted and Banned Lists? 

□ Yes □ No 

What participation do you plan to have in the 
Magic Professional Tournaments? (check all that apply) 

□ None □ I plan to read about them. 

□ I plan to be a spectator at them. 

□ I plan to be a player in them. 

Would you regularly purchase a magazine 
dedicated to coverage of Magic tournament play? 

QYes Q No 




I’d like to win a 
Duelist life counter! 


■L 




Tell Us About Yourself 

Name: _ 

Address:_ 

Phone: _ 

Todays date: _ 


I am: 

□ male □ female 

□ under 13 

□ 13-17 □ 18-24 

□ 25-34 □ 35-44 

□ 45-55 □ over 55 


My household income (or, if under eighteen, my family’s income) before taxes is: 

□ under $15,000 □ $15,001-$25,000 □ $25,001-$35,000 

□ $35,001—$50,000 □ $50,001—$75,000 □ over $75,000 

How many months have you been playing Magic? _ 


About how many Magic cards do you own? 

□ 0-100 □ 101-200 □ 201-500 □ 501-1000 □ 1001-1500 

□ 1501-2000 □ 2001-3000 □ 3001-5000 □ more than 5000 

□ Yes, I’d be happy to have you contact me about my thoughts on The Duelist. 

Work/day phone _home phone _ 

Email address _ 


Please Rate Our Magazine. 


The Contents 

How would you rate the articles in this issue of 


The Duelist ? Rating: 

Great 

Good 

Fair 

Poor 

Editorial (p. 7) 

□ 

□ 

□ 

□ 

Letters (p. 8) 

□ 

□ 

□ 

□ 

Insider Trading (p. 10) 

□ 

□ 

a 

□ 

WotC News (p. 15) 

□ 

□ 

□ 

□ 

Reports onTCGs (p. 19) 

□ 

□ 

□ 

□ 

Master of Mayhem (p. 22) 

□ 

□ 

□ 

□ 

Netrunner™ preview (p. 24) 

□ 

□ 

□ 

a 

Art of Netrunner (p. 28) 

□ 

□ 

□ 

a 

Chronicles™ FAQ (p. 33) 

□ 

a 

□ 

□ 

Homelands™ FAQ (p. 36) 

□ 

□ 

□ 

a 

Card Spotlight (p. 38 ) 

□ 

□ 

□ 

□ 

Excuse Me, Mr. Suitcase? (p. 42)Q 

□ 

□ 

□ 

Strength in Numbers (p. 44) 

□ 

□ 

□ 

□ 

Read ’em Like a Book (p. 49) 

□ 

□ 

□ 

□ 

The Alice Effect (p. 52) 

□ 

□ 

□ 

□ 

WotC Picks (p. 56) 

□ 

□ 

□ 

□ 

House Rules (p. 58) 

□ 

□ 

a 

□ 

Magic Rulings/Errata (p. 60) 

□ 

□ 

□ 

□ 

Murk Dwellers (p. 64) 

□ 

□ 

□ 

□ 

Library of Leng (p. 68) 

□ 

□ 

□ 

□ 

Magic Pro Tournament (p. 70) Q 

□ 

□ 

□ 

Experimental tournament (p. 72)Q 

□ 

□ 

□ 

j DC News (p. 73) 

□ 

□ 

□ 

□ 

B 






Rating: 

Great 

Good 

Fait 

Poor 

Randy Gallegos interview (p. 79) Q 

□ 

□ 

□ 

Magic in Dallas (p. 84) 

□ 

a 

a 

□ 

Whispers...Elysium (p. 88) 

□ 

□ 

□ 

□ 

V:TES Rulings/Errata (p. 91) 

□ 

a 

a 

□ 

Kindred Intelligence (p. 92) 

□ 

□ 

□ 

□ 

Middle-earth review (p. 93) 

□ 

□ 

□ 

□ 

Star Wars review (p. 96) 

□ 

□ 

□ 

□ 

Capsule reviews (p. 100) 

□ 

□ 

□ 

□ 

The Diviner (p. 102) 

a 

□ 

□ 

□ 

Lost in the Shuffle (p. 104) 

a 

□ 

□ 

□ 

What’s New? (p. 106) 

a 

□ 

□ 

□ 

Magic: The Puzzling (p. 108) 

□ 

□ 

□ 

□ 

Magic Tricks (p. 116) 

□ 

□ 

□ 

□ 

Your Turn (p. 124) 

□ 

□ 

□ 

□ 

Last Words (p. 128) 

□ 

□ 

□ 

□ 


Thanks! I was really glad to read the article on: 


You losers! What I really wanted to read about in this 

issue was:_ 

If I had to change one thing about this issue of the 
magazine, I’d change:_ 

Help us plan in 1996. 

Deckmaster Coverage 

Compared to our current coverage, how do you want to 
see us cover Magic, V:TES, and Netrunner? 

The Duelist • Vol. 3, No. 1 


Magic strategy 

More 

□ 

The same 

□ 

Less 

□ 

Magic rulings, errata, FAQs 

□ 

a 

□ 

Magic “scene” (player/area profiles) 

□ 

□ 

□ 

Magic news (new expansions, etc.) 

□ 

□ 

□ 

V:TES strategy 

□ 

□ 

□ 

V:TES rulings, errata, FAQs 

□ 

□ 

□ 

V:TES news (new expansions, etc.) 

□ 

□ 

□ 

MicroProse Magic computer game 

□ 

□ 

□ 


I would like to see coverage of Netrunner: 

□ strategy Q rulings, errata, FAQs □ Fiction 

□ I definitely don’t want to see coverage of Netrunner. 

□ I can’t decide until Netrunner is released. 

Non-Deckmaster Coverage 

If you read The Duelist , you’re definitely interested in Magic. 
Should we stick to WotC games, or should we cover others? 

□ only cover Magic 

□ only cover Deckmaster (Magic, V:TES, Netrunner) 

□ cover Deckmaster games and other games 

If we cover other games, which ones? 

□ Blood Wars Q Guardians □ Shadowfist 

□ Middle-earth Q Star Wars □ OverPower 

□ other_ 
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THE COLLECTIBLE SCIENCE FICTION TRADING CARD GAME! 


vm .*is v 

»w, A JBk 

8' 

voS' 


| * p * ^ T \ ^ . ' ' 

100 CARD RANDOMIZED V 
STARTER DECKS 


EACH STARTER DECK IS EMPIRE 
SPECIFIC AND READY TO PLAY. 

BOOSTERS CONTAIN 14 
ADD ON CARDS T f O HELP YOU > 


EACH STARTER DECK 
CONTAIN 1 HOLOGRAM 
SPECIAL EFFECT CARD. 

. * f I 

GLOW IN THE DARK SPECIAL 
EFFECTS RANDOMLY 
KAGED IN BOOSTER PACKS 


~ *** 

EXPLORE THE UNIVERSE WttHGALACTIC EMPIRES 

UNIVERSE EDITION 

i ? v 

v 4 ^ * 

GALACTIC EMPIRES IS A REGISTERED TRADEMARK OF COMPANION GAMES INC. 
ALL RIGHTS RESERVED © 1995 COMPANION GAMES INC. 


DOMINATE THE UNIVERSE! 


I 4 




AVAILABLE 

Singles-Boosters-Boxes 

Artists’ signed and numbered 
prints from $20 


7474 Edmonds Street 
Burnaby, B.C.V3N IB2 
Canada 

Tel: (604) 521-4471 
Fax: (604) 521-4476 
Site: http//www.mishra.com 


Also Available, 


Signature Series I & U T-shirts 
Shadowfist™ T-shirts 
Vampire: The Eternal Struggle™ 
Middle-earth™ • Shadowfist™ 
Star Trek® • Star Wars™ 


Upcoming Events; 


In-Store Artists Signing 

Sat., March 2nd , 1996 

Guest artists: Richard Kane 
Ferguson, Daniel Gelon, 
Heather Hudson, Jesper 
Myrfors, Ron Spencer, and 
Anthony Waters 


'Hk (ty denotes a registered trademark and IM 

R9» denotes a trademark. Most product names 

are trademarks owned by the companies that 

publish those products. Use of the name of 
any product without mention of trademark 
■H i y status should not be construed as a challenge 
HB Jr to suc h status. Wizards of the Coast and Magic: The 
Wls Gathering are registered trademarks. Vampire: The 
Eternal Struggle is a trademark of Wizards of the Coast, 
Inc., and White Wolf Game Studio. 


Illustration by 

Rob Alexander ©1995 
























(Step-by-step solutions to last issues Magic: The Puzzling) 

by Mark Rosewater 


You might as well just stop reading right now. The truth 
that there are no answers to last issues puzzles. Whoops! 

Please ignore my evil twin. If you must know, he’s 
blackmailed me into sharing my column with him. 

“Blackmail” is such a harsh word. I prefer extortion. 

Anyway, I’m hoping that if I do some good deeds and 
explain the solutions to his puzzles from last issue, perhaps 
he’ll go away. Let’s get started. 


Goblin Ski Patrol, making it a 7/2 flying creature. 


6) Do 7 POINTS OF DAMAGE TO MONTY. THIS REDUCES HIM 
TO 5 LIFE. Monty can respond to this attack by casting Swords 
to Plowshares on the Goblin Ski Patrol, in which case it will 
do no damage. But as this will prevent Monty from using the 
Swords to Plowshares later, that’s okay. 

The Goblin Ski Patrol was able to do some of the dam¬ 
age, but Monty still has 5 life and a Swords to Plowshares 
left. The only remaining card you have that can finish 
Monty off is the Soul Burn. The problem is that Monty can 
pump up his Wall of Lava or his Folk of the Pines and gain 
7 life with his Swords to Plowshares. 

This is the point where Yd suggest just giving up. Like 
there’s any way you’re actually going to pull this off. 

Anyway, the problem with Soul Burn is that you only 
have enough black and red mana to do 8 damage (assuming 
you cast it next turn, after you’ve drawn and played the snow- 
covered mountain). Luckily, you have at your disposal a way 
to get some extra mana—Songs of the Damned. But with 
only one creature in your graveyard, this spell won’t get you 
much. Therefore, you are going to need to come up with a 
way to get the rest of your creatures to the graveyard. The 
answer, it turns out, is sitting in your hand. 


“Time to Act” 

(Puzzle published in Duelist 
#8 , pp. 102-103) 

The goal of this puzzle is to 
defeat your opponent, Monty, 
before you run out of cards. In 
order to do this, you have to 
determine all of the ways you are 
able to do damage to Monty. This 
consists of all your creatures and 
the Soul Burn in your hand. 
Unfortunately, Monty has a pretty 
solid defense. The only way you’ll 
be able to attack will be in the air. 


On your first turn: 

1) Tap two plains and two snow-covered mountains to 

ADD TWO WHITE (ALL USED AS COLORLESS) AND TWO RED 
MANA TO YOUR MANA POOL. As your Goblin Ski Patrol is your 
only flying creature, it becomes the obvious choice to attack. 


7) Tap three islands and one mountain to add three 

BLUE (ALL USED AS COLORLESS) AND ONE RED MANA TO 
YOUR MANA POOL. 


8) Use one red and three colorless mana to cast 
Total War. 


2) Use one red and one colorless mana to activate 
the Goblin Ski Patrol. It is now a 3/1 flying creature 

AND WILL BE BURIED AT THE END OF THE TURN. As you want 
to do the most damage possible (and since you’re only plan¬ 
ning to attack with one creature), Errantry seems like a good 
addition to the Goblin Ski Patrol. 


9) Declare the end of your turn. 


During Monty’s turn: 

10) AS YOU KNOW FROM THE PREVIOUS GAMES, THERE IS 

nothing Monty can do to deal 20 points of damage 

FROM HIS HAND. IF HE ATTACKS WITH HIS CREATURES, YOU 
CAN JUST BLOCK WITH YOUR CREATURES. So MONTY DOES 
NOTHING ON HIS TURN. 


3) Use one red and one colorless mana to cast 
Errantry on the Goblin Ski Patrol. It is now a 6/1 

FLYING CREATURE. 


During your second turn: 

11) Draw the snow-covered mountain. 


4) Declare an attack with the Goblin Ski Patrol. 


5) Tap your Kjeldoran Guard to add +1/+1 to your 


12) Play the snow-covered mountain. 










13) Declare an attack but choose to attack with 
NO CREATURES. This will cause Total War to destroy all 
of your creatures. 

14) Tap four swamps, two plains, and five snow-covered 

MOUNTAINS TO ADD FOUR BLACK, TWO WHITE (BOTH USED AS 
COLORLESS), AND FIVE RED MANA TO YOUR MANA POOL. 

13) Use one black mana to cast Songs of the Damned. 
This will add six black mana (one for each creature 

IN YOUR GRAVEYARD) TO YOUR MANA POOL. 

Now that you have sufficient mana, you can Soul Burn 
to your heart’s content. 

16) Use one black mana and two colorless mana to 
cast Soul Burn. Then use the eight black mana and 

FIVE RED MANA TO DO 13 POINTS OF DAMAGE (GAINING 8 
LIFE FOR THE BLACK MANA SPENT). 

17) Monty can use his Swords to Plowshares on his 
Wall of Lava or his Folk of the Pines. He can pump up 

EITHER CREATURE TO GIVE HIMSELF 7 MORE LIFE. (This assumes 
he didn’t use Swords to Plowshares in step 6, in which case you 
do all your damage now and none of it earlier.) You only get 
five black mana instead of six from the Songs of the Damned 
(remember that Swords to Plowshares removed your Goblin Ski 
Patrol from the game), but you can still Soul Burn for 12 
damage, which is enough to defeat Monty. 

This next puzzle is a bit harder, but I think we can crack it. 


4) Use the three Mishra’s Workshop mana to cast 
Jalum Tome. 

Our next big problem is to figure out how to do the 
necessary damage to Julia. At 17 life, Julia is going to be 
tough to defeat. Also, as we have no way to do direct damage, 
we are going to have to use our creatures. After a quick 
glance, we see that only one creature has the potential to do 
the damage we need: the Craw Giant. The major problem is 
getting enough green mana to cast it. But if we look at our 
cards closely, we’ll see that there are ways to get the Craw 
Giant into play other than casting it. 

5) Use two colorless mana and tap Jalum Tome to 

DRAW AN EXTRA CARD. PICK UP THE FOREST AND THEN 
DISCARD THE CRAW GlANT. 

6) Play the forest. 

7) Tap the forest to add one green mana to your 

MANA POOL. 

8) Use three colorless mana 
to tap the Candelabra of 
Tawnos and untap the two 
Urza’s Towers and the forest. 

9) Tap the forest to add one 

GREEN MANA TO YOUR MANA 
POOL. 


“By the Book” 

(Puzzle published in Duelist #8, pp. 104-105) 

The goal of this puzzle is to defeat your opponent, Julia, this 
turn without dying yourself. The first thing you have to do is 
figure out the order in which you want to arrange the top four 
cards of your library. (You are in the final resolution of the 
Orcish Librarian’s special ability.) Since it seems obvious that 
you need the forest, you are going to want to put it near the 
top. But as you also know that you are probably going to need 
more than one card (the Blood Lust sure looks appealing), you 
will want to use the Jalum Tome to allow you to do so. 

Upkeep Phases 

1) Place the four cards drawn by the Orcish Librarian 

IN THE FOLLOWING ORDER (STARTING FROM TOP OF THE 

library): Jalum Tome, Forest, Blood Lust, Lure. 

Draw Phase: 

2) Draw Jalum Tome. 

Main Phase: 

3) Tap Mishra’s Workshop, two Urza’s Towers, 

AND A MOUNTAIN TO ADD ONE RED AND NINE COLORLESS 
MANA (THREE OF WHICH CAN ONLY BE USED TO CAST 
ARTIFACTS) TO YOUR MANA POOL. 


10) Use two green and one 

COLORLESS MANA TO CAST 

Reincarnation on the Orcish 
Librarian. 

Freyalise Supplicant 
becomes important because we need a way to send a creature 
to the graveyard in order to 
trigger the Reincarnation. 

11) Tap the Freyalise Supplicant and sacrifice the Orcish 
Librarian to do 0 points of damage to Julia. When the 
Librarian goes to the graveyard, the Reincarnation 

ALLOWS YOU TO PUT THE CRAW GlANT INTO PLAY. 

Our next problem is that we need the Elder Druid to 
untap two different things (Julia’s Phantasmal Forces and our 
own Jalum Tome). Luckily, there is another card in our hand 
that will allow us to do both if we can manage it correctly. 

12) Use one red mana to put Eternal Warrior on 
Elder Druid. 

13) Declare your attack. 

Combat Phase: 

14) Declare your Craw Giant and Elder Druid as 

ATTACKERS. 








15) AS A FAST EFFECT AFTER ATTACKERS ARE DECLARED, TAP 
THE THREE URZA’S TOWERS, URZA’S MINE, URZA’S POWER 
Plant, and mountain to add one red and thirteen 

COLORLESS MANA TO YOUR MANA POOL. 


16) Tap Orcish Lumberjack and sacrifice a forest to add 

TWO GREEN MANA AND ONE RED MANA TO YOUR MANA POOL. 


“To Err Is Human” 

(Puzzle published in Duelist ##, p. 106) 


The goal of the final puzzle is to find all the “mistakes on 
the cards. These mistakes are listed below: 


Ali Baba 

1) The casting cost should be 

2) The card type should be “Summon Ali Baba” 

3) There should be no expansion symbol on the card 


17) Use one green and three colorless mana and tap 
Elder Druid to untap Julia’s Phantasmal Forces. 

Melee is important here, as we need to ensure that all 
the creatures block the Craw Giant. Also, it allows us to 
untap the Elder Druid and get an extra use of its ability. 

18) Use one red and four colorless mana to cast 
Melee. Use Melee to force all five of Julia’s creatures 
(Ghost Hounds, Wall of Vapor, Cemetery Gate, 
Phantom Monster, and Phantasmal Forces) to block 
your Craw Giant. With rampage: 2, this will make the 
Craw Giant a 14/12 creature until the end of the 
TURN. As you have declared no blockers for your Elder Druid, 
it untaps and is treated as if it never attacked. 

19) Use one green and three colorless mana and tap 
Elder Druid to untap Jalum Tome. 

20) Use two colorless mana and tap Jalum Tome to 

DRAW A CARD. PICK UP THE BLOOD LUST AND THEN 
discard Aggression. 


21) Use one red and one colorless mana to cast 
Blood Lust on the Craw Giant. It is now an 18/8 

CREATURE UNTIL THE END OF THE TURN. 


22) Choose to have your Craw Giant trample over 
Julia’s Phantasmal Forces. Since the Forces has a 
.TOUGHNESS OF 1, THIS ALLOWS THE CRAW GlANT TO DO 17 
POINTS OF DAMAGE, DEFEATING JULIA. 


Wow, that was quite amazing. Well, thanks for taking the 
to read our column. We look forward to seeing you next issue. 
Very cute. We haven’t done all the puzzles yet. 

You re not going to give them all the answers, are you? 
This is an answer column. 

Only if you make it one. 


time 


Ayesha Tanaka 

1) The casting cost should be 4 4 

2) The card type should be “Summon Legend” 

3) “Banding” is missing from the text box 

Diabolic Machine 

1) The card type should be “Artifact Creature” 

2) The artist should be Anson Maddocks 

3) The Machine’s power and toughness should be 4/4 

Fortified Area 

1) The casting cost should be 1 && 

2) There should be no expansion symbol 

3) The text should read “All walls you control gain 
banding and get +1/+0” 

Giant Slug 

1) The expansion symbol should be the Legends symbol 

2) The activation cost should be 5 

3) The Slug’s power and toughness should be 1/1 

Kismet 

1) The text should read “all of target player’s” 

2) The artist should be Kaja Foglio 

Metamorphosis 

1) The card type should be “Sorcery” 

2) The expansion symbol should be the Legends symbol 

3) The text should read “casting cost plus one” 

Mishra’s Factory 

1) The artwork should be the “fall” Mishra’s Factory 

2) The text box should contain the line “ C*: Add one 
colorless mana to your mana pool” 

3) The artists should be Kaja & Phil Foglio 
Personal Incarnation 

1) The casting cost should be 3 

2) The card type should be “Summon Avatar” 

3) The text box should refer to the “owner,” not “controller” 

4) The text box should read “rounding up the loss” 

Sindbad 

1) The title and card type should be spelled “Sindbad” 

2) The casting cost should be 1 4 

3) There should be no expansion symbol 

4) Sindbad’s power and toughness should be 1/1 

Tawnos’s Wand 

1) The activation cost should be 2,r* 

2) The text box should not read “by all creatures except arti¬ 
fact creatures” (this wording was on the Antiquities version 
but was removed from the Fourth Edition version) 

3) There shouldn’t be any flavor text; the text shown is 
adapted from Tawnos’s Weaponry. 

Urza’s Tower 

1) The artwork is incorrect; the art shown is from Urza’s Mine. 

2) The flavor text should read “Urza always put Tocasia’s les¬ 
son on resource-gathering to effective use” (the quote used is 


from Urza’s Power Plant) 


This time we really are done. So, until next issue, may 
your cards flow freely and may your brain not cramp. 





We carry all trading card, science-fiction, 
and war games. Call now for pre-orders. 


( 201 ) 788-7877 
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Spot Illustrations by Christopher Butzer 


Backgrounds by Amy Weber 


Someone To Watch Over You: 

WotC Merchant Relations 

We’d like to take this opportunity to remind Duelist ™ adver¬ 
tisers and other retailers of Wizards of the Coast’s many 
retailer support services. Foremost among these is our 
Merchant Relations department, Wizards of the Coast’s link 
to the world of retail. This team of representatives is dedi¬ 
cated to providing WotC retailers with business consulting 
and information, from product release dates to general facts 
about our products, from shipping schedule data to contest 
and promotion updates. They also help monitor what’s 
going on with our distribution network, gather feedback on 
how contests, promotions, and advertisements are received, 
and voice retail concerns to the company. 

Each member of the team has an extensive background 
in retail management and knows the inside track on run¬ 
ning a “savvy” business: 

Jillian Sutter is the rep for the West Coast and Australia. 
After eight years of mass-market retail experience, she is 
very happy to work for a company that doesn’t mind that 
she is the office Perkygoth, looks just like Death from the 
Sandman comics, or has a stuffed, fanged bunny on her 
desk. Having played roleplaying games and collected comics 
for years, she has a strong understanding of the hobby/ 
game industry. 

Wendy Wallace is our newest Merchant Relations repre¬ 
sentative, but her eight years of experience at most levels of 
retail in the comic/gaming industry makes her the veteran 
of the team. She is both a member (and former Retailer 


Division Secretary) of GAMA (the Game Manufacturers 
Association) and a Japanese anime junkie. Having escaped 
from the Midwest and its summers, she is now providing 
support for the Midwest and Mountain regions—from 
Louisiana to Idaho. Tap into her sympathetic background! 

Shane DeFreest, the Southeast Merchant Relations rep¬ 
resentative, is a notorious beach bum who wanted the 
Southeast specifically because any convention in the region 
most likely would be close to the beaches. He hasn’t been to 
a con in the sun yet. He spent three years managing a comic 
book shop which did little good for his sun-drenched psy¬ 
che. He still mentally “lives” in 1987 and is avidly awaiting 
the return of Big Hair and Glam Rock. 

Adrian Swartout is the acting Director of Merchant 
Relations, as well as the representative for the Great Lakes 
region. Her previous experience as a manager and buyer for 
a retail chain gives her a solid background for dealing with 
retailer concerns. She stresses integrity in her dealings with 
retailers, and she prides herself on handling difficult situa¬ 
tions. Adrian has been known to hustle volleyball games and 
loves to assault mountain bike trails at high speeds. 

In the coming months, the Merchant Relations team 
will be using this section of Marketplace to provide you 
with merchandising ideas, answers to frequendy asked ques¬ 
tions, and selling tips. So look for more information from 
Merchant Relations, and let us help make our business part¬ 
nership a success! 

To receive regular updates on Wizards of the Coast's products , 
join our Retailer Support Program by completing the form below 
and returning it to Wizards of the Coast Merchant Relations. 


Join the Wizards' Guild! 

The Wizards’ Guild is a special members-only group that issues a 
monthly newsletter with all the latest news & rumors. In addition, 
members get special discounts on cards, roleplaying games, 

& books. Our special membership package includes: 

Wizards’ Guild membership card 
Our unique checklist for 
Magic The Gathering®: Arabian Nights®, 
Antiquities ®, Legends™, The Dark™, 

FnlUn FmAlM'nT l rm 


Autographed card 

20 life counters with plastic 

pouch 

Plastic case for special cards 
Fallen Empires™ booster pack 
10% discount 


Fallen Empires 1 
Fourth Edition 


r . Ice Age™, 
etc. 


ALL OF THIS FOR ONLY $12.00 POSTAGE PAID. 
MEMBERSHIP WILL BE LIMITED, SO PLEASE JOIN RIGHT AWAY. 
SEND $12.00 TO: SARATOGA SCI-FI SHOP, 

WILTON MALL #75, SARATOGA SPRINGS, NY 12866 

Open seven days a week. Drop by if you’re in the area or phone us at (518) 584-2699. 


Game faster, ( ltd. 


— EST. 1980 - 

28-18 Broadway (Rt. 4 Wen), Fahl 
(201) 790-7877 • Fax (201) 


NJ 07410 


Take advantage of 
Wizards of the Coast’s 
Retailer Support services 


Business name: 


Business phone: 
FAX:_ 


Email address: 
Street address: 


City:_ 

State (Province): 

Country:_ 

Tax I.D. #: _ 

Contact name: 


.Postal Code: 


Contact phone #:_ 

Type of business: □ comic □ trading card game 

□ book □ hobby □ toy □ software/electronic 

□ gift □ other_ 


□ Yes, Td like to participate in the WotC 
Retailer Support Program. Please send me more 
information, including the Retailer Direct 
newsletter and the latest promotional material. 

□ Yes, Id like my store included in the WotC 
Retailer Directory. 

Please return this form to: 

Wizards of the Coast 

Merchant Relations 
P.O. Box 707 
Renton, WA 98057-0707 


e of any product without mention of trademark 
h, The Dark, Fallen Empires, Icc Age, and The Duelr.l 

















































Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
e-mail: renvhoek@aoI.com 


If you’re qualified, now’s your chance. 

West Coast Game Design Corporation is looking for 
three unique individuals: 


GAME DESIGNER 

Needs to possess the following skills: 

The ability to see a game and immediately be able to break apart all of the 
dynamics, strategies, and nuances. Superior imagination and creativity. Immense 
knowledge of all kinds of games. Well-developed interpersonal skills. 


Over 4,000 different single cards: 


Area sales Manager— 

Western Region 

While our games already have dedicated sales teams and managers handling 
sales to national retail organizations and trading card distributors, an opportu¬ 
nity still exists for a sales manager to call on game distributors and wholesalers. 
Applicants need three years sales and game-market experience, as well as the 
ability to develop plans, promotions, and marketing plans for the game market 


Magic: The Gathering* 
Rage™ • Star Trek: CCG* • Wyvern’ 
Middle-earth™ • Guardians™ 
Jyhad™, Star Wars™, etc. 


Coordinator op Convention 
Representatives 

Seeking an individual with an excellent grasp of interpersonal dynamics, organi¬ 
zation, and leadership skills. Coordinator will be responsible for the recruit¬ 
ment, hiring, and management of our international customer training represen- 
^ tatives and for the coordination and management of each of our 
■RHEjjjH convention appearances. 


Specials Until 3/15/96 

Dark ” & Legends'" 2-Pack (Italian).5 

Wyvern" Limited Booster Box.$1 

Seraph, Fork, or Rock Hydra .$8.0 

ADD $3.50 FOR SHIPPING 


Each of these positions has an excellent salary, benefits, and 
bonus structures in place to put you at the front of the game 
design market. 


Write for our FREE catalog: 

253 Reynolds Rd., Keavy, KY 40737 


To respond, please send your resume to: 

NXT Games, P.O. Box 1866, La Jolla, CA 92038-1866 


Coins and Cards 
P.O. Box 409 Due 
Arthur, IL 61911 


Singles & Sets 

From All Editions Available 


DECK 
OR PACK 

$15.00 

$4.95 

CALL 

CALL 

$5.25 

$0.50 

CALL 

CALL 

$1.95 

$28.00 

$1.50 


BOX 

.$134.00 

.$163.00 

....CALL 


Revised* Starter. 

Revised* Booster. 

Fourth Edition* Starter 
Fourth Edition* Booster 

The Dark* . 

Fallen Empires* . 

Ice Age* Starter. 

Ice Age* Booster. 

Chronicles* . 

Legends* . 

Homelands* . 


Illustration by Dan Frazier 


$289.00 


Star Trek™, Star Wars®, 
Overpower™, Bloodwars™, and 
Ultimate Combat™ singles available 

H| nfinity Comics 
11 & Games, Inc. 


$149.00 
$44.75 
Complete 
$345.00 
$114.00 
$879.00 
$99.00 

Price* current as of 1/8/96. Call for latest prices. 

We BUY » SELL sets, packs, boxes, and singles for a 
Magic The Gathering* series, 
orian Gates'*, Illuminati 1 *, Middle-earth 1 *, 
Wars 1 *, Wyvern 1 * and many other game 


.$289.00 

...$29.50 


....CALL 
.$895.00 
.CALL 


1280 Centaur Village Dr. #3, Lafayette, Colorado 80026 
Telephone or fax at (303) 661-0860 

1 - 800 - 684-2684 

email: infinity@inflnlty-inc.com 
Online catalog: http!T/www.usa.net/~inflnity 

Condition Guaranteed 
INTERNATIONAL ORDERS WELCOME 
MasterCard, Visa, Discover accepted 
Big 42~page catalog available for $2 " applied to your first purchase , 


We also sell 
Star Trek*, 


CALL OR WRITE FOR FREE GAME CARDS CATALOG 

Tdi (217) 543-3366 ♦ US. Fax: (800) 500-3117* Overseas Fax: (217) 543-3732 
Internet e-mail Station Code: p|ec@dlaUlllnoknet 
HOURS: 800-700 CT Monday thru Friday - 800-300 Saturday 
msn email: pjcc_worldwide@msn.com 


Ever want to get paid 

TO WORK FOR A GAME COMPANY? 


® denotes a registered trademark and ,M denotes a trademark. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status 
should not be construed as a challenge to such status. Wizards of the Coast, Magic:The Gathering, Arabian Nights, and Antiquities are registered trademarks. Legends, The Dark, Fallen Empires, Ice Age, Chronicles, and Homelands a 
trademarks of Wizards of the Coast, Inc Jyhad is a trademark of Wizards of the Coast, Inc., and White Wolf Game Studio. 
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ODay 10-12 1996 

Sheraton Airport Plaza • Charlotte, NC 


0 , pSlit- 

• Type I ($4,000 prize money) 

Type II (1st Prize: Full set of Unlimited, 
2nd Prize: Black Lotus) 


Demonstrations of 

Hyborian Gates and 
Call of Cthulhu 




AppeaRances Dy 

Steve Jackson • Bows Vallejo* Juue Bell • Randy Gallegos 
Steve Casper* Ron Spencer* Jeff Menges • Larry Elmore 
James (Scotty) Doohan • Randy Asplund-Faith • Clyde Candcll 

</* A* 

• Costume Contest 
& Dance 

• On-site Daycare 
(reservations suggested) 

• Costumes Requested 


To receive J&M’s 
singles price lists Just call 
Phone: (714)459-1014 
Fax: (714)509-3235 


until March I, 1996 

kids 12 and under in free with paid adult 


J&M Enterprises 

29 Vista Pausa 

Rancho Santa Margarita, CA 926BB 


GOTH (407) 344-3010 
1-800-671-4867 

http:\\www.vnet.net\rocoages\homepage.html 
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6XJT COM! 

CKKDS 8l COLLeCTIBLeS 


P.O. BOX 1614 • COUPEVILLE, WA 98239 


2 Tudor Road • P.O. Box 365 • Sussex, New Jersey 07461 
(201) 702-7707 • FAX #: (201) 702-7705 
Monday-Frlday, 10-6 EST • Saturday: 10-3 EST 


Now taking pre-orders on all now gamot and upcoming 
Magic: The Gathering* expansion products at wholesale prices . 

ANTlOyiTICI® • ARM IAN NICHTJ® • IL 00 DWAM™ • THE DAM™ • jyWAD™ 
FAU.CN CMPIMf™ * ICC ACC™ • LCCCND1™ * fTAATMK™ 

JIM City™ * RACC™ * JHAD0WFIJT™ * HICHIANDCA™ 


Ph: (800) 404-4243 • Fax: (360) 678-3593 
e-mail: clarkOcardvault.com 


We have a huge selection of singles at low prices. 
Current singles carried include: 


UPCOMING RELEASES: 

MACIO THC CATHCUNC-HOMCLMsIDJ™ 
jyHAD™ ICC0MCJ VAMPIMi THC CXTCANAL JTAUCCU™ 
MIDDLC-CAATH™ • DMsCON DICC™ 


CALL NOW TO ORDER 


ORDERING INSTRUCTIONS: 

We accept money olden, checks, American 
Express, Visa, MasterCard, Discover, and wire 
transfers (Checks: A Haw ten days to clear), 

All prices subject to change due to 
market fluctuations. 

All delivery dates are subject to 
manufactured delays. 

AP0, FP0, and International orders welcome. 

No money down on cote lot prefurcham, 
(Some exceptions may be made) 


AND MANY MORE. 1 


Mail order your cards today and 
get them quickly and inexpensively. 

Orders over $50 on singles receive FREE SHIPPING 
We also buy collections. 


Illustration by Pat Morrlsey 


Payments Accepted: 


VISA & MasterCard (add 3%) 
C.O.D.'s (add $7.00) 


• Checks (allow 7 days to clear) 

• Money Orders 


THXNK YOU!!! 


CaRti Qamcs • Role-Flaying • pRofcssional (JJaRgaming 


Specializing in all your 

TRADING CARD GAME NEEDS 























































Playing Cloth for 
Trading Card Games 


and many more 

YOU WANT IT — WE GOT IT! 


SPELLCROVND 

WYV6RKI™ 4 

This 14"x26" dragon-themed mat rtf 
is the perfect match for any jtfjs 
Jk fantasy card game. JSj 
iffiy In tan or grey. $11.95 fw 


SpellGround soft-to- 
the-touch imitation 
“impala skin” 
playing mats protect 
your cards at 
coffee houses, 
conventions, and 
tournaments! 


606-225-9410 FAX &non-U.S. 

304 South Limestone St. • Lexington, KY 40508 


Guaranteed Lowest on All In-prints or Pre-prints 


Available at your favorite game store or 
comic shop, or order Direct! 

Send check or VIS/VMC info plus |££| \ 
$2.50 shippingfiandling to: 

Khalsa-Brain Games™ “ i 

P.0. Box 170436, San Francisco, CA 94117 J 
415-985-5222 


Most games: 
board, RPG, etc 


,GATOR 
GAMES 

k Sc HOBBY 


MAIL ORDER 
HOURS (PST) 

Mon.-Fri. 

11 a.m.-6:30 p.m. 

Sat.-Sun. 

11 a.m.-5:30 p.m. 


X The Mint Card Company 
7452 B&A Blvd. 

Glen Buntie, MD 21061 


(410) 766-5841 
Fax (410) 582-9738 
cJyve&claricnet 


MAGIC® CARD SINGLES 


THE GATHERING m m 

Also available in packs or singles ..Illuminati, Rage, ShadowfistTStar Trek*and Wyvem’ 1 


4212 Olympic Avenue * San Mateo, CA 94403 • GatorGames@aoi.com 


The Supreme Strategist 

f- ^ h Brtrow Von Reiser III * 

Get expert advice for playing 


We Buy and Sell! 

Single cards from all M:TG sets 
Complete Sets! 

Current boxes of M:TG available 

CALL FOR THE LOWEST BOX PRICES AROUND! 

Your Galactic Empires™ source 
Monthly tournaments In the Balto-Wash area 

Mail in this ad for $5.00 off any order of $50.00 or more. 
Check/M. O./MC/VISA/DISCOVER accepted. 


Get advanced strategies and killer combinations 
to crush your opponent underneath the heel of your boot! 

Cali 1-900-988-2122 , Extension 5696 

$2.99/minute. Must be 18 years old. 

Pro Call Co. (602) 954-7420 

This service is not affiliated with or endorsed by Wizards of the Coast, Inc. 


Illustration © 1995 The Mint Card Co. 


denotes a trademark Most pro 
such status. Wizards of the Co 


uct names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status 
,t arid Magic:The Gathering are registered trademarks Jyhad is a trademark of Wizards of the Coast. Inc . and White Wolf Game Studio. 


I* | (CA residents add 7.25% sales tax) 


cardman@iglou.com 


SpellGround, SpellGround Elite, and the 


http:// www. trad ingcards .com 

3E 

f i SpellGround logo are trademarks of 






























































Every gfood wizard needs a daemon. 
Make sure yours is still the hest ... 



Windows ™ version contains 
over 2700 cards, including 
Alpha, Beta, Unlim, Revised & 4th 
and all expansions, even Ice Age ™! 

DOS version contains over 1400 cards, 
including all expansions, even Ice Age™! 

Macintosh version available soon! 


Daemon Decks™ Volume II - 20 more 
decks designed & tested by the 
World Champ - ZAK DOLAN! 

Special upgrade prices 
available. 


Daemon 


TM 


Purchase 


CONJUIE ON DISK 
and 

SCRYE on disk 

from us! 


A Product of Bard's Quest Software 

^ Ulus. Christopher Rush 


Windows™ Version 



Card Inventory 



Finding a Card 


Multiple Price Guides 


DOS Version 



DeckBuilder 



.aug-lLcs-LLg at your Loocs-L hobby shop, computer ssoftwsiL'-e 

©i* Ly contacting us directly ...... 

Windows Version $ 39.95 / DOS Version f 29-95 / Domestic Shipping $ Handling $ 5.00 ' MasterCard / Visa / AmEx • Dealer Inquiries Welcome 
Expansion Set Updates Available ' Daemon Decks™ Available ' Conjure™ on Dish Available ' Scrye™ on Disk Available 
Baris Quest Software • WO Vista, Suite C • Boise, ID 83205 • Voice (208) 336-9404 -Fax (208) 336-9315 • BBS (208) 343-0036 • Telnet to aUqs.com 

Arabian Nights and Legends are trademarks of Wizards of the Coast, Inc. and Magic: the Gathering is a registered trademark of 
Wizards of the Coast, Inc. Conjure™ is a trademark of Conjure Press. Scrye™ is a trademark oi- ILM International, Inc. 


















































































































| hronicles is my 
second-favorite 
Magic expansion, 
right after Homelands'™. I’m glad Wizards of 
the Coast is ensuring that everyone can get pre¬ 
viously out-of-print cards and wish they would 
go further (though I doubt we’ll see the return 
of the Moxes or Juzam Djinn anytime soon). 

I’m in Magic strictly for fun. I don’t spend huge 
amounts of money on cards, and I rarely spend 
over $5 on a single. Chronicles allows me to get 
cards from the expansions I missed without 
spending a fortune. 

In “Your Turn,” Duelist #8, Daniel Walls 
suggested that Chronicles will have a negative 
impact on the collector market, but I have to 
disagree. There is still demand for Alpha, Beta, 
and Unlimited, despite most of the cards being 
in Fourth Edition. If someone really wants a full 
set of the Elder Dragons from Legends, the Elder 
Dragons being in Chronicles isn’t going to deter 
them. They may even be happy, as the Elder 
Dragons being in Chronicles might mean lower 
prices for the Legends set. For people like me, 
who just want a full set of the Elder Dragons 
and couldn’t care less if they were black border 
or white border, Chronicles is a godsend. 

For those people who were hoping to 
make a quick buck or possibly finance their 
kids’ (or their own) college education by specu¬ 
lating on Magic, hopefully Chronicles (and to a 
lesser extent, Fourth Edition ), will keep them 
from doing to the TCG market what they did 
to the sports-card and comic-book markets. 

—Scott Steubing 
Houston, TX 

I am writing in response to the letter by 
Daniel Walls in Duelist #8. He complains 
that reprinting cards is not the solution 
and compares Magic cards to baseball cards. 
Magic cards are not baseball cards, and what 



URN 


(< Your Turn” invites you to discuss 
Magic, V:TES, or the trading 
card industry as a whole. If you 
have an issue you would like 
discussed, or if you would like to 
respond to existing “Your Turn” 
topics , send your letter to: 


Your Turn, c/o The Duelist 
P.O. Box 707 
Renton WA, 98057 
or email your thoughts to: 
duelist@wizards.com. 


really drives the market up is not collectors, 
but tournament players. If the competition to 
win were not so high, cards like the Moxes 
would not be sold for $150 a pop. Reprinting 
is common among popular comic books, and, 
like Chronicles, distinctions are made between 
the original and the reprint. Cards like the 
Moxes and the Black Lotus, as well as Time 
Walk and Ancestral Recall, are some of the 
strongest, most versatile, and most abusable 
cards ever made. They’re also impossible to 
get, aside from trading immense material or 
shelling out ridiculous prices. Yet to be com¬ 
petitive in the tournament realm, you need 
these cards. You need these cards because if 
you don’t have them, your start will be too 
slow to win. I realize that there are many cards 
in the recent sets that prepare a good defense 
for these power cards, but is that the game 
that all latecomers have to face, one of con¬ 
stantly backing down from either the old- 
timers or the wealthy? The playing field 
should be leveled so that the stores stop abus¬ 
ing players with outright abusive prices. Since 
the cards are restricted, why not give people a 
chance to get them? Re-release the Unlimited 
run minus Time Vault. If the cards are that 
dangerous to the game and too powerful to re- 
release, then why not ban them? 

—Dorian Newcomb 
Baltimore, MD 

I recently received a flier for a Magic tour¬ 
nament and would like to express some 
concerns. First of all, I am a little dis¬ 
turbed with the idea of a cash prize for any 
type of Magic tournament that includes ama¬ 
teur players. In addition, it seems that the cost 
of participating in a tournament is escalating. 
My question is whether it is necessary to offer 
a prize of cards, boxes of boosters, or cash for 
winning a tournament. 
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I got hooked on Magic about two years 
ago after my son and daughter started playing. 

I enjoy all of the aspects of Magic, and I have 
the suitcase to prove it, but I especially enjoy 
playing. I do not desire cash, boxes of cards, or 
a Black Lotus if I win. I enjoy Magic just for 
the enjoyment of playing, and I think there 
may be a few others who feel the same. I 
recently placed second in a local “tournament” 
and received $ 10-worth of store credit and a 
ribbon. I cannot remember what cards I got 
with the credit, but the ribbon occupies a 
prominent place in my study. I am very proud 
of that simple little ribbon. 

I could be wrong, but from what I’ve 
observed at tournaments, it’s not the prize that 
draws players; it’s the competition! The chance 
to test one’s deck-building and playing skills 
with players outside one’s own circle is the basis 
for a tournament; the prize is incidental. 

My impression is that people get into 
Magic, and stay, because it’s enjoyable to col¬ 
lect, trade, and play. The individual who wins a 
Type I tournament probably already has a set of 
the Moxes and a Black Lotus. Another set does 
him little good except for resale. A box of 
boosters just means he needs a bigger suitcase. 

The cost the promoter must charge to offer 
these prizes keeps a lot of people, especially the 
younger players, out of a tournament. It also 
discourages others who lack the playing experi¬ 
ence necessary to have a reasonable chance for 
success. This in turn denies them an opportuni¬ 
ty to gain experience. A total cost of $17 to 
enter a tournament is a rather expensive experi¬ 
ence, especially if you’re eliminated in the first 
round. Why do most promoters feel it is neces¬ 
sary to offer big prizes to attract players? I think 
most will attend because it’s an opportunity to 
play. I doubt there is any player who continues 
to play Magic solely to win big prizes. 

It would be interesting to find out what 
Magic players really want in a tournament. Are 
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most drawn by big prizes (with the associated 
big fees), or do they primarily attend because it 
is an opportunity to compete? They may be 
paying high fees because its the only game in 
town. The promoters may not realize that it is 
not necessary to offer Moxes as prizes to get 
people to attend. It seems to me that most indi¬ 
viduals compete, whether in Magic or sports, 
not for the material reward, but for the experi¬ 
ence, recognition, and personal achievement. 

—Tom Van Orden 
Arlington, TX 

I am writing to you to applaud Jason G. 
Speck’s letter in “Your Turn” of Duelist #8. 
Although I am not a literature student, I 
have also noted that the delightful quotations 
from literature have diminished in favor of cre¬ 
ated quotes from Dominia’s inhabitants. These 
quotes, however, don’t live up to their more 
earthly counterparts. For example, in Duelist 
#7, you described creating the flavor text for 
Baron Sengir, and it ended up reading, “Beast. 
Defiler. The source of all my pain.”—Ihsan’s 
Shade. With such flavor text, we don’t feel awe 
or terror, as we do with a quote from 
Coleridge’s “Rime of the Ancient Mariner” on 
Will-O’-The-Wisp. Shakespeare is also won¬ 
derful for evoking feeling. “A Wizards of the 
Coast Index” in Duelist #8 says The Bard is 
quoted nine times; with a thousand cards in 
print, that’s not much. 

—Robin Hoeher 

rohogedg@sp.zrz.tuberlin.de 


This Issue’s “At Issue”: 
Banned and Restricted Lists 
by Tom Wylie 

O nce upon a time, the Duelists’ 
Convocation was born. It had 
rules for deck construction, 
including Banned and Restricted Lists that 
grew, shrank, and then grew again. 
Eventually it split into two tournament for¬ 
mats: the original (Type I) and the new 
(Type II). The new format also had a 
Restricted and Banned List, which was the 
intersection of the lists for Type I and the 
cards allowed in Type II. And all was well. 

Or was it? Soon after the split, rum¬ 
blings began, for not all felt that the restrict¬ 
ed or banned cards in Type II needed to be. 
For example, Feldon’s Cane was restricted in 
Type I because it allows you to recycle other 
restricted cards, but with only a handful of 


Response to Last Issue’s “At 
Issue”: Simultaneous Activations 

Last issue, Tom Wylie askedfor reader feed¬ 
back on powering an ability more than once in a 
single activation in order to generate the effect mul¬ 
tiple times. For example, in a single activation, 
should players be allowed to activate Pestilence 
three times for 1 damage each, or just once for 3 
damage? Here are some readers ideas, along with 
Toms responses. 

A s long as a player can activate his 

Circle of Protection: Black as many 
times as he wants per turn, his oppo¬ 
nent should be able to activate his Pestilence 
multiple times as well. If simultaneous activa¬ 
tion is too confusing for new players, perhaps 
it’s time Magic offered optional, simplified 
rules for beginners. 

—Scott Steubing 
KryptoPup@aol.com 
Flouston, TX 

First, to be clear: the proposal is not to stop 
people from reusing abilities entirely, just to not 
allow them to sink multiples of the cost into the 
effect at once. So you could still power up 
Pestilence for then for &, and then for another 
#. But you wouldn’t be able to power it up for 
### all at once. Also, the confusion is not lim¬ 
ited to new players. Several people who are gener¬ 
ally knowledgeable about the rules aren’t sure 
what happens when you pump Elemental Augury 
many times at once, for example. It just isn’t clear 


to people that spending 6 on it all at once does 
not let you look at six cards of the library. 

S ince Circles prevent all damage against 
you from one source, one activation of 
the Circle should suffice to prevent all 
damage from one source during a damage-pre¬ 
vention phase. Then, even without multiple 
activation, Pestilence and Circle of Protection: 
Black would work by responding to each acti¬ 
vation of Pestilence with another. All the dam¬ 
age would wait until the batch resolved and 
would then be preventable with a single Circle 
activation, since all the damage was from the 
same source. 

So there’s my vote. If we can interpret the 
Circles the way I suggest, then I vote for get¬ 
ting rid of multiple activation. Otherwise, it 
should be kept. Or better yet, you could devise 
a notation for X mana of a specific color. Then 
in fifth edition, you could use that notation for 
effects you want to be pumpable. Drain Life 
comes to mind. 

—Hymen Rosen 

hymie@marks.jyacc.com 

It seems clear that certain abilities are made 
much more useful if you can power them up all at 
once. But remember that the issue here is the com¬ 
plexity of the game, and whether this rule is worth 
all the confusion about it. If we did stop allowing 
people to sink multiples of a cost into an ability, we 
could easily tweak abilities such as Pestilence’s, 
where the functionality seems important. 


restricted cards in Type I, it’s nowhere near as 
much of a danger. And recently, Black Vise 
was restricted because of its dominance of 
Type II. But it is not at all clear that it needs 
to be banned in Type I, where it’s easier to 
wriggle out from its grasp and where it 
becomes more of a question of what type of 
deck you’re building than whether you’re 
building a deck in the first place. 

It’s clear that if and when the 
Convocation adds new tournament formats 
(e.g., grand melee), differing Banned and 
Restricted Lists will be needed. But should 
there be different lists for Types I and II 
now? And if so, which cards get left off of 
which lists? 


Send your feedback to: At Issue, c/o The 
Duelist, P.O. Box 707, Renton, WA 98057; 

or email your responses to: duelist@wizards.com 
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LAST WORDS 


On the Trail of the 

THROAT WOLF 


A Reporter’s Journal By Mike Selinker 


Oct. 11: Got the assignment from The Duelist today. This 
might be the big one. If I track this down, to heck with The 
DuelisP, I’m pitching it to the Wall Street 
Bloody Journal. This story’s got 
Pulitzer written all over it. Look out 
world: I’m hunting Throat Wolf. 

Oct. 14: Spoke to Duelist puz- 
zlist Mark Rosewater. The basic facts 
I’ve pieced together: Some Magic fans 
on the Web firmly believe that in 
1993’s Alpha printing of Magic: The 
Gathering®, a unique page of 121 cards 
was sent to Carta Mundi, the plant in 
Belgium where Magic is printed. The 
sheet apparently never got reproduced. 

Each of the 121 cards bore an illustration 
of something called a “Throat Wolf.” Each 
referred to the creature’s having “First strike,” although 
some had “Double first strike” and even “Firstest strike.” Must 
find out what these mean. 

Oct. 17: Spoke to Wizards R&D team member Tom Wylie. 
Said that “Firstest strike” was “one step faster than firster strike.” 
Now I understand. Must keep hunting. 

Oct. 19: Surfed the Web today. Learned of a new problem: 
the Legends™ Throat Wolf. There are 121 more Throat Wolves, 
each a unique legend, each also unreproduced. New abilities for 
each; always the “First strike” variant, though. One die-hard 
female player named “SerratedAngel” claimed to have two Throat 
Wolves, one with the words “Banding, banjoing, and double first 
strike,” and another with “ c*, Firstest and lastest strike.” 

Wouldn’t show them to me. 

Oct. 22: Tried to track down Richard Garfield, creator of 
Magic. Can’t find him. Note to self: 242 unique cards means 242 
unique pieces of art. Must find an artist. Starting to sleep less. 
Need another latte. 

Oct. 23: Forgot to go home last night. Fourteen artists, 
fourteen “no comments.” Pete Venters just laughed. You’d think 
they’d be proud of having illustrated a unique card. Conspiracy? 
Maybe all the way up to The Duelist. Nah. That’s just paranoid, 
right? Right? 

Oct. 27: Stole an early draft of the Homelands expansion, 
which clearly indicates the existence of a Throat Wolf card. “ 3 &, 
Summon Wolf, First strike, c*: Target Dwarf gains first strike and 
gets +2/+0 until end of turn. If that Dwarf leaves play this 
turn, bury Throat Wolf.” Bought one off a kid at 
Games & Gizmos for seventy-five bucks; 
remember to note on Duelist expense 
account. Took it to my card authenti- 
fier, Crazy Bruno. Using high-power 
magnifiers, he discovered that the 
word “Throat” had been replaced in 
both cases with the word “Fleart.” 

Conspiracy theory looking more likely. 



Oct. 29: Breakthrough! Met my informant in a parking 
garage in Tukwila. Goes by the name of “Deep Throat Wolf.” He 
gave me a card and disappeared into the night rain. Card has a 
white background and an illo of wolves munching a ruminant’s 
carcass. First strike, of course. Words “Throat Wolf” hand¬ 
written across the top and the initials “R A G” 
in the corner. Must get it analyzed. 
Must remember to eat this week. No 
Garfield yet. 

Oct. 30: Really bad mood today. 
Crazy Bruno brought in five hundred 
dollars’ worth of handwriting experts, 
who scoped my informant’s card. Hand¬ 
writing experts baffled as to why there 
would be any handwriting on an official 
card and pointed to the words “Tundra 
Wolves” crossed out below handwritten 
“Throat Wolf.” Put experts on expense report. 
Nov. 9: Big brouhaha on CompuServe 
today. Wizards’ Wylie replied to “Ali From Cairo, 
Illinois,” claiming there were no Throat Wolves but was cut off 
mid-sentence. He did not return to the discussion. Conspiracy 
theory looking very likely. Suspect I’m being followed. 

Nov. 13: Checked out of hospital today. Shouldn’t have 
wrapped the convertible around that tree. Doctor said blackouts 
are direct result of not sleeping. Could swear the brakes failed. 
Can’t think about that now. Convertible goes on expense report. 

Nov. 18: Found Richard Garfield! Discovered through care¬ 
ful detective work and bribery that he sits eleven feet from my 
desk. Tried to pin him, but he just smiled and autographed an 
Aspect of Wolf for me. Nailed him, though: His “R A G” signature 
matches the one given to me by Deep Throat Wolf! Garfield 
bears watching. 

Nov. 19: Thrown off of Garfield’s property. Local police 
very businesslike. Bail goes on expense report. Note for future 
investigations: Rose bushes are very pointy. 

Nov. 21: Deadline tomorrow. The receptionist says I look 
“gaunt.” The shadows are definitely moving. What to do? 

Nov. 22: Thanksgiving tomorrow. Kathryn’s on my case. 
Must turn something into Duelist other than expense report. 
This’ll have to do. Got a new assignment today: Find the Lizard 
Leaper and the Clockwork Doppelganger. Here we go again. 




Mike Selinker clearly 
needed a break from being an 
award-winning investigative 
reporter, so he was asked to help 
design Wizards of the Coast’s 
upcoming Magic-inspired 
adventure game. He 
works with a designer named 
WolfBaur, which unnerves 
him to no end 
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on the hard-edged world oFNetrunner along with expert 
strategic advice From the game’s designers. 
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